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shaping up nicely. 


Reviews 

No other magazine gives you this 
many comprehensive reviews. 


Nindex ' 96 

Essential buying advice for every N64 
game released In the UK! 


Have you seen 
these boxes? 

Part of every review in 64 
Magazine is devoted to giving you 
some regular information; the 
standing items. Here they are In all 
their glory and it saves you 
reading through the whole review 
just to find out one detail. 


Memory 

Options 


Memory: 

Every review will tell 

YOU WHAT THE 
CARTRIDGE SAVE 

OPTIONS INCLUDE. 

Controller Pak: 

You CAN BUY A SEPARATE 
MEMORY PAK, SO WHAT ELSE 
DOES IT GIVE YOU? 


$64, oo<v 
Question 


This is where we tell you how 

MUCH OF THE N64 IS USED BY EACH 
GAME AND WHETHER THERE ARE ANY 
SPECIAL NEW FEATURES WHICH ONLY 
THE N64 COULD HANDLE. HOW MANY 
GAMES ARE TRULY 64-BIT? 


The Awards 


Previews 

An in-depth look at games which are 


You can’t have a review magazine 
without some sort of accolade for the 
best games, and at 64 Magazine we’ve 
got the Sizzler and Gold Medals. 


Over 90% 


A sizzler Is awarded to the games 
which are utterly brilliant. 


Decent enough, but 

NOTHING SPECIAL. 

Entering shady 

TERRITORY. WATCH IT. 

If 

Absolute rubbish in 

EVERY WAY. 


Win! 

A Nintendo 64 and a 
COPY OF Star Fox 64! 

“All you have to do is 
answer the questions 
and ring the special 
number! 


SLIGHTLY FLAWED. 


N64 NOW £150! 


The Games 

The very latest official and Import 
games reviewed here by the experts 


If If If IT 

Top marks! You cannot 

GET BETTER. 

If If If If 

Very impressive, but 


Mother 3 
Duke Nukem 3D 
San Francisco Rush 
Multi Racing Champ 
Silicon Valley 
Mission Impossible 
Goeman 5 
Clay Fighter 
Extreme 
Doraeman 
Bomberman 64 
Cruis’n World 
Mace: 

The Dark Ages 


Star Fox 64 
Blast Corps 
Human Grand Prix 
Turok Dinosaur 
Hunter 
FIFA 64 

NBA Hangtime 
Wayne Gretsky’s 
3D Hockey 
Mortal Kombat 
Trilogy 


The Ratings 

This is your at-a-glance guide 
to how good every game Is in 
each department: graphics, 
sound, gameplay and 
challenge. 


Turok 

Six page review and ten 
'Hr page complete solution. 
What more do you need? 


82 


83 


88 


Over 95% 


A gold medal is 
awarded to the 
games that are the 
cream of the crop 
- the best N64 
games money 
can buy. Make 
1 sure these are in 


your collection. 


Yes, it’s true - the 
Nintendo 64 price has 
plummeted! 


Blast Corps 


The most awesome 
destructive force since 
Twister! Full review. 


Follow me... 


scfyc Find out how to use the mag! 
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Unbelievable as it may 

seem, just as 64 
Magazine was going to 
press, Nintendo took the bold 
and shocking move of shaving an 
incredible £100 off the price of the 
N6^ hardware; taking it from a 
wallet-worrying £250 to just £150! 
A price drop this close to the 
launch of the machine is unheard of 
and it shows Nintendo’s strong 
commitment to compete directly 
with the Sony PlayStation in Europe. 
The move came amid speculation of 
a price cut which was expected 
to happen eight weeks 
after launch. 

Previously we had 
thought that 
Nintendo could not 
afford to bring the 
price of the 
Nintendo 64 down 
to much lower than 
£199 because of the 
size of the European market 
compared to America and japan - 
obviously not. 

Importers across the UK were also 
amazed by the news, but what does it 
mean for their prices of US machines 
which are obviously now more than 
the official price? 

“We’re surprised by the move,” said 


Ray at The Skill 
Academy, “we'think 
it’s a bit of a panic move, but we’re 
still convinced import is the way to go 
The NTSC machine is the only one 
which runs full screen, full speed, it 
gives a better picture and if you want 
to play all formats, import is the way 
to go.” Skill is currently selling N64’s 
mail order for 
£189, but plan a 
bundle offer 
which should 
match the PAL 
machine for 


value within a few pounds. 

“It won’t touch it,” Robin 
Mookherji at TORC Software was 
blase about the price drop. “We sell 
import machines for £200 and we’re 
confident people will pay for the 
superior machine. The PAL release 
schedule is pathetic.” 

If you are reading this then the 


chances are you will have already 
become accustomed to the price drop, 
as it was due to be announced on 1 
May and implemented on 3 May. But 
what does this mean to you, the 
Nintendo gamer? 

Well if you have just bought an N64 


Damian Butt 
Managing editor 


May is a great month to own a Nintendo 64. 
Why? Because Star Fox 64 has been 
delivered to us from the land of the rising 
sun, and by George - it’s the best 64-bit game 
since Mario 64 - an unforgettable rollercoaster 
ride of wanton destruction - if you want it 
summed up in a user-friendly soundbite. 

In fact Star Fox is so important for the 
N64 that we decided to delay the second 
issue of 64 Magazine just so that we could 
be the first magazine to review it 
comprehensively. And that’s what we’ve 
done - eight pages of unashamed praise for 
the best shoot-’em-up since Space 
Invaders! Not only are we the first 
magazine to review Star Fox, but we are 
also the first Westerners to complete the 
game, and next issue we will have a guide 
to many of the secret routes and vehicles. 

But for now of course you should be 
saving all your pennies to buy the 
hottest import game of the decade and 
we’ve included in the review details of 
the best places to obtain it. 

More stupendous news this month 
is that the Nintendo 64 has gone 
down in price to just £150 in a 
dramatic move to compete directly 
with the Sony PlayStation. Read all 
about that in our news and current 
affairs section, 64 Showcase - brand 
spanking new for this issue. 

The first issue of 64 Magazine has 
sold out and we know you liked it 
because the office has been 
swamped with e-mails and letters. 

Many thanks for your kind words. 

The end result is that issue 2 has 
even more features, plus more 
reviews than any other N64 
magazine, tips, news, all the 
latest previews, and a promise 
to never lose sight of who we 
write this magazine for - you, 
the Nintendo gamer. If you 
have any comments then 
please feel free to e-mail me at 
64mag@paragon.co.uk, or 
write to us at the usual 
address (at the back of the 
magazine). Enjoy! 
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' at £250 then you are 
no doubt very pissed 
off, but you can at least 
console yourself with the 
fact that this move is so 
unprecedented, no-one 
could have predicted it. 
Also consider the fact 
that with such a low 
price point, more and 
more people will be 
attracted to the N64 as 
opposed to the 
PlayStation or Saturn. 
More sales means 
greater development of 
quality software by third party 
developers, and an even bigger 
investment by Nintendo in the 
European market. 

Many UK software companies who 
considered getting into the N64 market 
but were cautious due to the slow 
movement of the machine after launch 
may now be prepared to develop many 
new titles. So far, for example, 64 
Magazine has not heard of any N64 
software from companies like Gremlin, 
MicroProse, Ocean, Activision and 
Bullfrog. Will they be tempted now? 
Very possibly. 

Then of course there’s the price of 
software. With more machines being 
sold and a huge user base built up, will 
Nintendo reduce the prohibitive price 
of its games, as has Sony? From our 
experiences with the Super NES, our 
gut reaction Is no, because even 
though the Super NES was very 
popular, it was still beaten by the Sega 
Mega Drive, which also had cheaper 
games. 

On average. Super NES games were 
£50, whereas the Mega Drive’s 
weighed in at just £35. Nintendo was 
not prepared to reduce the price then 
because it was seen to be devaluing 
the brand. But with the PlayStation so 
far ahead, and with such a large gap 
between the prices of games for both 
systems, Nintendo must surely address 
this soon, especially if It wants to 
compete on equal terms with the 
PlayStation. Perhaps the 64DD, with its 
cheaper disk media will improve the 
situation. 

You can’t deny though that putting 
the N64 at £150 is a magnificent move 
which should give the videogames 
market a severe injection of 
enthusiasm and competition. This can 
only be good for the consumer and it 
certainly puts gives the N64 a strong 
advantage over the previously 
untouchable PlayStation. We live in 
exciting times... 



picture. 


1. Mario 


3. Kirby 


Turok2-Yes it 

WILL HAPPEN 

Of course it will, developers Iguana would be stupid to pass up 
the chance of another blockbuster like 
Turok and so the sequel Is already 
being coded, with many new 
features and any criticisms of 
the original addressed. First 
off. Iguana has stated that 
this will be an all-new game, 
and not just a series of new 
levels bolted onto the old 
game’s engine. Hopefully this 
will mean lots of dinosaurs, 
more strategy and perhaps a 
two player hunting mode - all 
these things are recommended in 
our comprehensive review of the first 
game on page 34. Turok 2 is scheduled for a 
1998 release and It will be one of the N64’s most 
anticipated games. More news as we get It. 


TOP 


NINTENDO 


MASCOTS 


Annoyingly small little cute fluffy things. 
Traditionally Nintendo mascots have been kiddie 
friendly and saccharine-sweet, but it’s all 

WHOLESOME FAMILY FUN AND DESPITE OBVIOUSLY 
APPEALING MORE TO YOUNGER AUDIENCES, THE 
GAMEPLAY SHINES THROUGH TO PEOPLE OF ALL AGES. 

Here is our top five. 


need NTSC, right? 


2. Donkey Kong 


Wie soy: Up-to-the-minute news! 
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64 Chat 


Nintendo US's choirmon, 

Howord Lincoln speoks... 

On 64DD 

“The design for the Nintendo and the new controller started 
with Mr Miyamoto’s game ideas - how can we create hardware 
that supports the concepts and plans we have for the new 
games? It’s a great perspective to take because it means the 
hardware comes second. The 6^DD will do that too. It’s going to 
allow a new element to gameplay that we haven’t seen before. 
6^00 disks will be writable as opposed to CD-ROMs which are 
read-only. This feature will let players customise their games 
resulting in unique gameplay experiences. ’’ 

On internet access 

“It is true that the Nintendo is a very powerful machine 
and capable of working via the Internet, however at this 
point we have not committed the N64 for any other uses 1 

other than as a dedicated home video game player. 

Expansion is possible though...” 

On co-existence 

“Right now the next generation videogames market as a 
whole is growing. It’s too early to declare winners or 
losers. Our goal is to obtain the largest installed base for 
N64 as quickly as possible. Ultimately the winners and ^ 
losers will be determined by game quality. I think 
Nintendo will do just fine on that score!” 

On N64 SHORTAGES 

“When we originally projected how many N64 hardware ^ 
units would be needed to launch, we had no idea it i 

would be as wildly successful as it has been. We just , 
didn’t make enough to meet the expiosive demand.” 

On developers 

“Our third party developers share several things in 
common. First, a very strong desire to develop for 
Nintendo 64. In addition, third-party developers need i 
the technical know-how to develop our games. 1 

Because the technology of the N64 is based on the 
computing technology of high-end Silicon Graphics ‘ 
work stations, developers must be familiar with j 
these computers to create the games. And, 
because SGI computers are far more advanced 
then your home PC, that takes money and 
resources that not every game developer has. 

Also, and most importantly, developers need a 
good idea, because a game won’t sell unless it’s 
fun to play.” 


LATEST RELEASE DATES 

Although many of the great N 64 games are now out on import, the UK games 
scene is still pretty unhealthy, with only a few games out worth buying, and software like 
Star Fox and Zelda still a way off. So far, this is the definitive list of release dates for all 
three main territories... Europe, America and japan - so you know where you are. 



OUT now 
S uper Mario 64 
Wave Race 64 
Pilot Wings 64 
Shadows of the Empire 
Turok Dinosaur Hunter 
FIFA 64 

NOW > JUNE 
Coloured pads 
Cruis’n USA 
Doom 64 

International Superstar 

Soccer 64 

Killer Instinct Gold 

Mario Kart 64 

Mortal Kombat Trilogy 

NBA Hang Time 

Wayne Gretsky 3D Hockey 

JULY-SEPTEMBER 

Blast Corps 

Body Harvest 

Clay Fighter Extreme 

Fi: Pole Position (Human 

GP) 

Hexen 64 

Mission: Impossible 
Multi Racing Championship 
Star Fox 64 
War Gods 

OCTOBER-XMAS 
Blade & Barrel 
Duke Nukem 3D 
Extreme G 
Freak Boy 
Goldeneye 007 
Joust 

Mortal Kombat Mythology 
Mystical Ninja (Goeman 5) 
Quake 64 
Rev Limit 
Robotron X 

I Silicon Valley 
Zelda 64 


NOW-JUNE 

Chinese Chess 

Jolt Pak 

Star Fox 64 

Wild Choppers 

Yuke! Yuke! Troublemakers 

JULY-SEPTEMBER 
Aero Gauge 
Bomberman 64 
Goeman 5 

J-League Dynamite Soccer 
Macross: Another 
Dimension 
Mission: Impossible 
Morita Shogi 

Multi Racing Championship 
Power League 64 
Rev Limit 
Sim City 2000 
Sonic Wings Assault 
Top Gear Rally 
Virtual Pro Wrestling 
Yoshi’s Island 64 

OaOBER-XMAS 
Battle Dancers 
Buggie Boogie 
Chameleon Twist 
Climber 
Cu-On-Pa 
Dracula 3D 
Dual Heroes 

Hyper Olympic in Nagano 
Kirby's Air Ride 
Tetrlsphere 

I Ultra Donkey Kong 
Zelda 64 


NOW-JUNE 
Dark Rift 
Hexen 64 
Robotron X 
Star Fox 64 
War Gods 

JULY-SEPTEMBER 

Aero Fighters Assault 

Body Harvest 

Clay Fighter Extreme 

Duke Nukem 3D 

Fi: Pole Position (Human 

GP) 

Goldeneye 007 
International Superstar 
Soccer 64 
Lamborghini 64 
Mission: Impossible 
MLB Featuring Ken Griffey 
Jnr 

Multi Racing Championship 

Robotech 

Tetrlsphere 

Top Gear Rally 

WCW Wrestling 

Yoshi’s Island 64 

OaOBER-XMAS 
Bio Freaks 
Dream 
Extreme G 
Final Doom II 
HED 

Jeopardy! 

Joust 

Mace: The Dark Age 
MK Mythology: Sub Zero 
NBA In the Zone 
NFL Quarterback Club ’98 
Quake 64 

San Francisco Rush 
Wayne Gretsky’s 3D Hockey 

h 

I Wheel of Fortune 


On Miyamoto 

“Shlgeru Miyamoto Is very Important to 
Nintendo, and his creative genius has a huge 
Influence on the entire entertainment industry. 
Lately he’s been spending more and more time 
as an ’executive producer,’ helping other teams 
create high level games. So the ‘Miyamoto- 
touch’ is extending to many Nintendo video 
games.” 


Uh-oh, we’re in trouble 

Go! Go! Trouble Makers is a brand new 2 -D 
platform game from Japanese developers. Treasure, 
and from what we’ve seen it looks like a lot of fun. 
Spurning the 3-D graphics that the N64 seems to 
specialise in. Trouble Makers Is a traditional sIde-on 
where you play Marina, a house cleaning 
robot who finds her employer, the Prof, gone one 
morning and sets out to rescue him. With no weapons 


(she is a cleaning droid after all), Marina must make 
use of what’s around her and that could be anything 
from a vacuum cleaner to a kitchen laser! Marina can 
also throw enemies around until dead, very much like 
a crocodile would. Go! Go! Trouble Makers is fast, 
frenetic and colourful, but then it should be, because 
Treasure also created the superb Gunstar Heroes on 
16-bit consoles. Trouble Makers should be out In 
Japan before June and we’ll have a full review then. 
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Nukem Forever! 

Apogee has announced that it will 
convert the mega-anticipated PC 
sequel to Duke Nukem 3D, Duke 
Nukem Forever to the N64, with the 
same team currently working on 
Quake 64 up for the job. Scott Miller, 
the president of Apogee said this 
month, “We have every intention of 
converting Duke Forever to the N64.” 



LAMBORGHINI 

LUST 

Titus, a long established company, 
but one that has been very quiet of 
late has finally broken cover with its 
first N64 game, Lamborghini 64. This 
is a conversion of the Super NES 
game and is thought to be a simple 
OutRun-siyie racer, but with massively 
enhanced graphics Oust check out the 
solitary screenshot). Not surprisingly 
you control a Lamborghini Diablo for 
the majority of the game, although 
Titus has let it slip that there are one 
or two new cars as well. We’ll have a 
more in-depth look at Lamborghini 64 
as soon as Titus let us in the door. 



TURRICAN 64 AN 


Turrican is one of the videogame industry’s most enduring names and 
having crossed the gulf between eight and 16-bit, it now looks likely to skip 
the 32-bit generation and appear on the N64, courtesy of Factor 5. Turrican 
was a side-on scrolling platform game which allowed you to transform into 
different shapes to overcome obstacles and was a hit because of the 
intense shoot-’em-up action and a large number of complex levels. Factor 5 
is working on it now, but a publisher has yet to be announced and it will be 
a standard cartridge game first of all, with perhaps a 64DD version later. 


64 DD will get 




SAYS NINTENDO 




Last issue we took you through the 
proposed 64DD drive that Nintendo 
plans to sell separately at the beginning 
of 1998, but now the Japanese company 
has announced that the 64DD will also 
be modem compatible; allowing for 
network play and Internet access. 

This is exciting news indeed, 
because many felt that the 64DD / 

would become just another 
disappointing add-on, like Sega’s 32X. 

Having games available on both standard cartridge and the 
64DD disks means that interest is split between the two in 
much the same way as the old Amstrad CPC’s tape and disk, 
and even to some extent, the Spectrum 48k and 128k games. 
Having two separate formats could confuse the consumer and 
this is the worry with 64DD. 

Now that a modem is thought to be included though, this 
gives Nintendo a massive edge over Sony, whose 
PlayStation is not networkable and so has to rely on two 
player link-up games via a single cable. Nintendo plans to 
give 64DD owners the chance to modify their games via 
the Internet or direct satellite, and this opens many new 
possibilities, such as being able to buy and download 
games direct from Nintendo, or even have new 
characters or levels added to games at will. Without a 
doubt, the 64DD with modem capability is the most 
versatile new game system in the world, and all eyes 
will be on Nintendo to see if it can be launched on 
time. More news as we get it. 



Mother 3 will be the 64DD*s first game, and 
NOT ZELDA, as was PREVIOUSLY THOUGHT. 



will work perfectly with an 
jpB NTSC machine straight out of 
the box. All you need is a 
standard, 220-100V power converter and 
a composite or SCART lead. 

If your TV isn’t multi-standard, there’s 
still hope. Almost all TVs built in the last 
five years will have a 6oHz SCART and will 
output a colour signal from an RGB input. 
The standard N64 doesn’t output an RGB 
signal, but most importers will offer a 
^ ^ w for £30-40. This not only works 

^ j Pj 3 | ^ with most SCART TVs, but actually provides a 

better picture than N64’s usual composite 
. signal. On larger TVs, colours will seem more 
' vibrant, lines sharper and without cross-hatch 
style interference. 

This conversion 

5 ' process is on its third- 

W generation now with 
M some importers 

% M including extra ' y 

H components to provide ^ ^1 

However, this is usually 
an extra-cost option with 
most conversions using the second generation 
approach. This still provides a very good picture, 
although some very slight flicker can be detected on 
large expanses of white - such as Shadows* 
snowspeeder Hoth battle. 

If you’re reluctant to send away your NTSC machine, 
you can buy an external SCART converter, although a 
slight pixellation and colour blurring will be evident on 
bigger TVs. 

Universal Software 

PAL N64 owners want to play big new NTSC games. NTSC 
N64 owners want to rent or buy UK PAL software. Can it be 
done? 

The good news is that although sneaky chipset differences 
may emerge later, Japanese and American N64S seem almost 

identical. The only ‘lock-out’ device is - 

a physical barrier. Open up your NTSC 
N64 ’s cart flaps and you’ll see two 
plastic pegs either side of the cartridge j 

slot, depending on their positioning you 
can play either Japanese or US software. 

||^V The simplest way to bypass this security _ 

is with a bridge adaptor. Alternatively, you could ask an importer to 
open up your NTSC N64 and physically remove the pegs. 

1 | V The bad news is that the PAL system is a different kettle of fish 
IV altogether. It comes with a formidable triple lock on universal 
gaming. Firstly, there’s another pair of pegs to remove. Secondly, 
there’s a country protection chip which looks for a matching PAL code 
on cartridges. Thirdly, many NTSC games are 

coded to run at 6oHz regardless of the host Ur . |; {■-. I 

machine and that causes problems with the MV' • 

PAL videochip: a slight ghosting or double 
imaging effect will be visible on some TVs. 1 

The first two ‘locks’ can be defeated. One j 

method is to use a Universal Adaptor. If you’ve a 
PAL machine, you put the NTSC game In one slot, 
and a PAL game into a second slot so that its security chip fools the N64 
into running NTSC game code. This works with all the NTSC games to date, 
except Wave Race which freaks out after a few minutes play. 

Alternatively, you can have your N64 Internally modified by an importer. 
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LET'S GET READY TO RUMBLE! 

The Rumble Pak - without a doubt the best console add¬ 
on since the steering wheel or the Aura Interactor, comes with 
Star Fox 64 and Is a mini marvel. Plug It Into the memory card 
slot, insert two tiny batteries and while playing the game, the 
joypad will vibrate with Increasing vigour depending on the 
on-screen impact. 

The Rumble Pak (as it will be known over here - jolt obviously 
sounded like you*d be live wired into the mains!), works well 
and enhances the gameplay no end, but what many of us 
now want to know Is once we’ve finished with Star Fox, will it 
be useless, or are other games manufacturers going to adopt the device? 

Well the answer is yes, and we now have a more complete list of Rumble Pak 
games. Obviously many games have so far been tested, and there was talk of 
Blast Corps using the add-on, but Rare decided not to as no doubt it would be 
buzzing constantly during severe demolition sections and thus lesson the 
impact. The only downside of the Rumble Pak is that you cannot save with the 
memory card with one inserted, and so the only games to allow the Rumble Pak 
to work must have Internal saves. Here’s the definite list so far: 

Confirmed 

1. San Francisco Rush 

2. Clay Fighter 64 

3. Extreme G 

4. Wayne Gretsky’s 3D Hockey 2 

5. Aero Fighters Assault 

Possible 

1. Top Gear Rally 

2. Kirby’s Air ride 

3. Buggie Boogy 

4. Dream 

5. Zelda 64 San Francisco Rush - one of the first 

GAMES APART FROM STAR FOX TO MAKE 
USE OF THE Rumble par. 



^ CHARTS 


No 

Game 

Publisher 

1. 

Wave Rave 64 

Nintendo 

2. 

Super Mario 64 

Nintendo 

3. 

Shadows of the Empire 

Nintendo 

4. 

Turok Dinosaur Hunter 

Acclaim 

5. 

FIFA 64 

EA 


Acclaim’s 
NEW racer 

News iust in is that 
Acclaim’s next N64 game will 
be Extreme 6, developed by 
Probe Entertainment. Little is 
known so far except that it 
will feature futuristic bikes 
and has 12 mad courses. 
Extreme 6 will be for 1-4 
players and there are eight 
bikes to choose from. Only a 
visit to the developers can 
confirm if it really is as good 
as it looks. More news as 
soon as we get It. 


Buggy Boys! 

Set for release in the last quarter of 

the year In japan is Buggy Boogie from 
Angel Studios. Basically this is a racing 
game featuring large wheeled fun machines 
rather than precise supercars and we’ll have 
a proper look next Issue. 



MOST LOOKING FORWARD TO.. 

A REGULAR SERIES BRINGING TO THE FORE THE GAME WE AT 64 

Magazine are most looking forward to. This month... 

ZELDA64-LOOKS GOOD, 

BUTNOTON64DD t 

Thought to be the Nintendo 64*s , 
first 64DO, Zelda is now going to 
come out as a cartridge first of all, ^ 

with a more enhanced and ! 

interactive version planned for the ^ 

disk drive in the middle of 1998. 

Instead Mothers will be the 

premier 64DD game-something of - 

a blow for the new drive, as Mother — 

Is very much an unknown quantity 
to many gamers (check out the 
preview on page 78 though!) 

Zelda 64 Is now slated for a 
release right at the end of 1997 ^ ^ 

and it promises to be the N64’s ^ 

greatest game since Mario 64. If 
you bought issue 1 of 64 Magazine ^ 

then you will have already seen a 

preview on the game outlining Its features, but this month we have some 
new shots for you to drool over before a more thorough blow-by-blow 
feature next issue. Zelda 64 should be showing at the gigantic E3 show in 
Atlanta in june and 64 Magazine will be there filming the lot - expect an In- 
depth report in issue four! 


RAREWARE LEAD 
E3 CHARGE! 



America’s E3 trade show is arguably 
the world’s biggest event In the 
videogames calendar. This year it 
begins on the 19 of june, in Atlanta 
rather than LA, and Nintendo have 
already announced they’ll have the 
show’s biggest display. A slew of new 
games are expected to be unveiled, 
renewing enthusiasm for the N64 at a 
critical period In Its battle against the 
PlayStation. 

Rare’s Involvement has been thrown 
into the spotlight by the successful 
shipping of Blast Corps (arguably the 


finest non-Miyamoto N64 game yet) 
and the less welcome defection of six 
employees. During a quiet week, the 
resignation of a couple of artists, three 
programmers and a games designer 
made headline news, principally 
because their new company. Eighth 
Wonder, is funded by Sony and will 
develop PlayStation games. 

Unsurprisingly, the new company 
has praised its paymaster’s machine as 
the “most versatile” and “market 
leading” format. PlayStation fans are 
ecstatic, but then again that market’s 



Caption: Rareware is so secretive no pictures of the Blast Corps development team c 

BE RELEASED TO THE PUBLIC. HOWEVER, WE CAN PRINT THIS PICTURE OF THEIR DISTANT ANCESTORS, 
FORTUITOUSLY GATHERED TOGETHER FOR THIS FAMOUS PAINTING. FROM LEFT TO RIGHT, WE HAVE: 

Graeme (music), Gareth (testing), Gary (testing), Paul (graphics), Graham (programming), 
Martin (design), Ricky (graphics), Richard (programming), Keith (graphics), Huw 
(testing), Martin (testing), Leigh (text) and Simon (Product Manager). Thanks to Leigh 
Lloveday for making a reproduction of this famous painting available to us. 
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FIRST N64 
STEERING WHEEL! 

LMP IS THE FIRST PERIPHERAL 

company to announce a steering 
wheel for the N64. Based on the 
PlayStation wheel, you get a set 
of high quality foot pedals, plus a 
strong wheel base which is held 
to any surface with suckers. The 
N64 ’s controller buttons are re¬ 
created on the wheel itself, with 
tiptronic-style paddles on the 
back for easy gear changes. From 
our experience with the PSX 
wheel, we know this brand to be 
well made and reliable, and the 
wheel and pedal set will be 
available soon for £79.99. For 
more information, contact LMP on 
(01992) 503133. 


in dire need of Rare-style quality 
games. 

Rare itself brushed away the 
resignations claiming development 
would be unaffected. The company is, 
after all, one of the UK’s biggest and 
best financed developers with over a 
hundred employees. Nintendo took a 
25% share in the company two years 
ago and the relationship remains 
extremely tight, with all PR routed 
through Nintendo of America. 

The Twycroft company has always 
been notoriously secretive, but 
recently details have escaped about 
some exciting secret projects. The 
most tantalising is a game called 
Dream, an action-adventure vaguely 
similar to Mario 64 and allegedly 
heavily involving Shigeru Miyamoto 
himself. It’s one of the bigger new 
carts and is rumoured to be Nintendo’s 
most exciting game for 1997. The 
excitement is such that it’s completely 
overshadowed Rare’s more predictable 
N64 project, a 64-blt instalment In the 
Donkey Kong Country series. It’s 
believed the new game will be full 3-D 
and apparently some of the Blast 
Corps team have already moved over 
to ensure the game hits the US Xmas 
sales period. Before these two games 
appear, however, the 3D 007 licence 
Goldeneye is due, with US ads already 
hyping what’s likely to be one of the 
Summer’s biggest games. 


NTSC OR PAL? 


Playing import, NTSC games on your UK PAL system sounds like fun, but 

as we report In our NTSC - The Facts section, the N64 boasts some 
formidable security. Basically, if you’ve got a multi-standard TV and a PAL 
system, the converters seem to produce a perfectly good picture with most 
games - Wave Race being the most obvious exception. If, however, your 
TV isn’t multi-standard then the picture depends on the specific game. 

Some games adapt to PAL without any trouble, automatically running in 
‘widescreen’ borders with a 50Hz frame update. Other games, however, 
seem to run in a quasi-NTSC mode with a fullscreen, fullspeed display 
which causes a ghostly, double imaging effect on 50Hz TVs. Below is 
our experience, of how games perform on different systems, although 
you should be warned different TV/leads/game connections may 
provide a different result. 


© This involves wiring In a cart 

security chip and, so far, works 
with everything. Unfortunately, 
neither solution solves the video output 
problem, and both approaches are 
vulnerable to Nintendo recoding their 
security procedures - something which 
they did quite regularly with the Super 
NES. For NTSC N64 owners, there doesn’t 
seem to be a problem with the video output 
from PAL games, but Internal/external 
modifications run the same risk of defeat by 
new Nintendo security code. 


NTSC GAME 

(with convertor) 

Mario Kart 64 
Doom 64 
Wayne Gretsky 
Wave Race 64 
Mario 64 

J League Perfect Striker 
PilotWings 64 
Shadows of the Empire 
Killer Instinct Gold 


PAL TV/ N64 

Ghosting/ sound distortion 
Boarders/ Slower 
Boarders/ Garbled speech 
Doesn’t work! 

Boarders/ Massive ghosting 
Full screen/ Double image 
Massive ghosting 
Ghosting/ Full screen 
Ghosting/ Full screen 


Send in the Clowns 

64 Magazine has heard on the grapevine that 
Space Circus will be the next Ocean N64 game after 
Multi Racing Championship. The game Is thought to 
be an adventure aimed at younger gamers and It 
will be released near the end of the year. 


N 64 gets Castlevania 

Konami’s next big N 64 game (after International 

Superstar Soccer 64) is to be Dracula 3D (in Europe 
Castlevania 64) - the latest incarnation of the world 
famous vampire series which began on the NES and 
Super NES. Whereas the other games were all viewed 
from the side (even Castlevania X on the 
PlayStation). Dracula 3D is a 3-D adventure, but set 
In the dark confines of Dracula’s castle - none of 
your colourful cartoon graphics here. Dracula 3D Is 
scheduled for the end of the year and we’ll be 
keeping a close eye on it, as the Super NES 
version is still one of our favourite games. 







Dracula 3D is Konami’s most famous 

CONSOLE SERIES BROUGHT UP-TO-DATE. WE 
SIMPLY CANNOT WAIT. 


-■ T^ 


Saving Games Safely 

Game Pak Save System: Nintendo refer to 
f cartridges as Game Paks and most of theirs 
utilise this built-in save system. It basically 
consists of a small memory chip powered by a 
watch-type battery that lasts for years and years. 
The advantages are that It’s very quick, safe and 
easy to use system. The disadvantages are that It’s 
costly for third-party publishers to manufacture and 
' has a relatively small capacity. 

Controller Pak Save . 

System: Whenever you flip ^ _ j ^. 

over your N64 Controller, that 
' huge gaping slot is a subtle 

reminder of the NG^’s J 1^ 

expandibility. Leaving aside I t' 

f the vibrating jolt Pak, the slot is Q. 

principally for plug-in save ^ 

memory. Standard Nintendo Controller Paks have a 
capacity of 256K, organized Into 123 ‘blank pages’ of 
about 2K each. The amount of ‘pages’ used by a save 
game will depend on the game, ranging fi;om three pages 
for Killer Instinct’s Tournament records, to 121 for Mario Kart 
64’s two ‘ghost’ performance saves. Most games are fairly 
economical with memory useage and multiple saves from 
different games can be accomodated on a single Pak. At £15, 
the official Nintendo Controller Pak is reasonably good value 
and recommended for technophobes. 

Economy-minded gamers, however, 
will appreciate third-party Controller 
Paks which cost more, but offer far 
more memory. Since the N64 Controller 
only appears to recognise 256K of 
memory, large capacity Paks split their 
extra memory into 256K sections which 

can be switched between using various methods. When you switch 
between these sections, most Paks recommend you also reset the 
N64 to avoid confusion. However, with games such as Mario Kart 64 
where save/loading is clearly labelled. It is possible to ignore this 
advice. 

All Controller Paks are, however, vulnerable to memory corruption If 
you remove them, reset the machine or turn the N64 off when a save Is 
in progress. Carefully read game and Controller Pak instructions to 
avoid this. 

If you want to see exactly what you’ve got saved on a Pak simply hold 
down Start while turning on a game with a Controller Pak save option. A 
menu screen will appear listing all the saves, plus the option to delete 
ndividual files or exit. 



Thanks to Ray and The Viking at Skill Academy (0181 S 679174 ) for 

THEIR TECHNICAL ASSISTENCE IN WRITING THIS FEATURE, WITH 
ADDITIONAL HELP FROM MARTIN AT THE VIDEO GAME CENTRE (01202 
527314 ) AND Colin at Megamix (01732 351220 ). ^ 
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© Yes it’s that part of the 
magazine where you get 
to air your views on the 
Nintendo world to an audience of 
devoted N64 owners. Many of you 
wrote in concerning our fabulous 
first issue despite no prompting, 
but now we want to hear just what 
you think of 64 Magazine, the 
Nintendo 64 as a whole, and of 
course that first crop of games. 

Are you blown away, or simply 
blowing chunks? We want to know. 

Send your letters to: When rm 
64, 64 Magazine, Paragon House, 
St Peter*s Road, Bournemouth, 
Dorset BHi 2jS. All letters are read 
and we regret the we cannot enter 
into personal correspondance. 


Dear 64 Magazine, 

1 have found myself 
compelled to write a 
letter to your magazine. 1 
have been a loyal fan of 
the Nintendo consoles and 
hand-helds since their 
release, so I was amazed to 
find a magazine that finally 
accomodates the adult 
reader. After waiting so long 
for the N64 to arrive on 
these shores and only having 
one slightly childish 
magazine to read (which even 
after its new look is very 
disappointing). It was like a 
breath of fresh air to read your 
comprehensive guide to the 
N64. 

With such a ground-breaking 
computer console 1 believe that 
gamesplaying is no longer 
child’s play. So I would say that 
your magazine is an essential 
accessory for the N64. 

Paul Knights, Halton 


Many thanks, Paul, glad you 
like the magazine - in fact we are 
the only Nintendo magazine aimed 
at the older audience who, let’s 
face it, are the only ones with 
enough cash to pay £70 for a game 
on a regular basis. You can bet that 
64 Magazine will not get caught up in 
the childish hype so often associated 
with Nintendo’s mascsots like Kirby 
-..J .‘i seriously advanced 

console demands a seriously 
advanced magazine. 


Dear 64 Magazine, 

Like the first issue guys, but what are 
you going to put in the next issue? 


I’ve just got my N64 (one of the first in 
line) and having got bored o\ Mario 64 
I went down to my local store to find a 
replacement. Guess what? There were 
only four games out - what happened 
to Wave Race 64, Doom and all those 
other games we were promised at 
launch? 

Derek Argumen, Hastings 

Calm down, Derek, all things 

COME TO HE WHO WAITS, AS HANNIBAL 

Lector once memorably said. Wave 
Raceis out now. Doom is not far 

BEHIND, BUT IF YOU GET A UNIVERSAL 
CONVERTER THEN YOU CAN PLAY ALL 
THOSE LOVELY IMPORT GAMES NOW. 


Dear 64 Magazine, 

I own a UK Nintendo 64 and in a 
couple of weeks I’m going over to 
America on holiday. When I’m out 
there will 1 be able to buy Nintendo 64 
games and play them through my UK 
machine? Do 1 need a special adaptor 
or PAL/NTSC converter? Are the 
games cheaper out there? 

David Waller, Hessle 

Yes indeed, David, in fact we 

HAVE FEATURED THEM IN THIS VERY 
ISSUE, TOGETHER WILL ALL THE OTHER 


Nintendo 64 peripherals. CMT 
Games (0113 230 6305) and Fire 
(01302) 751428 are both offering 

UNIVERSAL ADAPTORS WHICH WORK ON 
A SIMILAR PRINCIPAL TO THE OLD 

Super NES ones. You plug in the 

IMPORT GAME IN ONE SLOT, A PAL 
GAME IN THE OTHER TO WORK AS A 

KEY. These work with most games 
AND US RELEASES ARE ON AVERAGE AT 
LEAST 25% CHEAPER. 


Dear 64 Magazine, 

Thank you! At last a complete 
magazine dedicated completely to the 
N64 and it’s really not bad either. But 
just because you’re pretty cool it 

doesn’t mean you can pull the 
wool over my eyes. 64 Sizzler? 
Did you really think no ex¬ 
readers of the superb Zzap! 64 
would buy your magazine? 
Maybe your art editor’s lazy 
and decided to nick the 
computer magazine’s award, 
or perhaps it was a clever pun 
on the fact that the C64 had 
64k, while the N64 is 64-bit. I 
don’t know. Oh well, apart 
from that it’s a great 
magazine! 

William Bell, N Ireland 


Actually, William our art 

EDITOR IS THE SAME GUY WHO USED 
TO DESIGN THE ORIGINAL ZZAP! 64 
MAGAZINE AND SO HE IS PERFECTLY 
ENTITLED TO RE-INVENT HIS OWN 
DESIGNS, ESPECIALLY AS IT IS 
SIGNIFICANTLY DIFFERENT TO THE 
ORIGINAL. Bow DOWN NOW MERE 
MORTAL AND GROVEL. ACTUALLY IT 
WOULD HAVE BEEN GREAT TO SEE ZZAP 
64 RE-EMERGE NOW THAT IT HAS A 
LIKE-NAMED SYSTEM TO SUPPORT. 


Send all questions to Koopa*5 Q&A, 64 
Magazine, Paragon House, St Peter*5 Road, 
Bournemoth, Dorset BHI 2 JS. Hardware, 
SOFTWARE - he’ll SORT YOU OUT! 


Q 1 have a US Nintendo and 1 want to play 
japanese games, but the carts will not fit 
because of a guard rail. What can 1 do? 

D Jones, Gwent 

A The simple way to fix this problem is to 
remove the offending rail by taking the 
N64 apart and unhooking it. This practice is 
explained in detail in our hardware section in 
this issue. Turn to page 9. 


Q When will Star Fox 64 be released in 
the UK? Allan Mayhew, York 

A Star Fox should be out now in japan, 
in America on 30 June and in the UK 
sometime between July and September. 


Q ls Doom 64 worth getting, or should 
I wait for Quake to come out? J 
Dischamps, Leicester 

A Doom 64 is the best version of the 
aged PC classic on the consoles so 
far, but that’s not saying much. It does 
offer a decent challenge, but it is only 
recommended if you haven’t played it 
before and if you thought Turok 
needed worse graphics. Quake is an 
unknown quantity, but it is 
signficantly newer game. 


Q Will 64DD games come out on 
cartridge form simultaneously 
or will we have to wait? Henry 
Dawson, Bath 

A The whole point of 64DD 
games coming out on that 
storage system is that they will 
offer something which cannot be 
recreated on a standad cart. The 
64DD games will not be coming 
out on cart and you 
will need a 64DD 
add-on to run 
them. The added 
bonus is that 
they will be 
much bigger 
and better. ^ 









WIN A NINTENDO 64 
AND STAR FOX 64! 

Be one of the first to own Nintendo’s stunning new hardware an.d a copy 

• of the . AMAZING Star Fox 64/. 


Without doubt the Nintendo 64 is 
the ultimate games machine. 
Crammed with the latest 
technology, the N64 is capable of 
blistering 3-D graphics, 
sensational surround sound, and 
four player simultaneous action 
without the need for unwieldy 
add-ons. To top it all, it boasts the 
biggest and best games of any 
system. Star Fox 64 shows of the 
64 to its very best with 
phenomenal 3-D graphics and 
edge-of-the-seat gameplay to 
match. Here’s your exclusive 
chance to win a system and 
software... 

just read the four questions below 
and dial ( 0930 ) 166566 to leave 
your answers, name and address. 
That’s all there is to it. The winner 
will be selected by computer at 
random from all correct entries 
received. Closing date for the 
competition is 20 june 1997. The 
winner will be informed by june 
30. Good luck! 


WIN! 

One lucky person will win a 
fabulous Nintendo 64 system plus 
the ultimate game. Star Fox 64. It 
could be you! Check out the 
Questions below and dial 
(0930) 166566 to leave 
your answers and address - it’s 
that easy! 


I Question 1 • • • 

i What are the cool ships called'that Fox and his. 
I team pilot in Star.Fox 64.^ • ' 

! • A’x-Wings 

1 B. Now withJWings • • . ; 

2 C. Arwings . *. • . 

r. 

I Question 2 . 

8 What is Fox’s surname? 
f A. Bandicoot * 

I • B. McCloud 
i C.Mulder 


far Fox called on the 


Questions . 

Whet was the UK versil 
Super NES? \ 

, A. L^ser. Tag \ 

B. Star Wing 
.C. Fox Hunter 


Question 4 * * 

Star Fox 64 comes with a revolutionary flew type 
of joypad add-on, what is it called? 

* A.loltPak . • ’ 

B. VibroPad . * * 

C. fxtermin^or * . 
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NEW GIZMOS & GADGETS 

A BETTER picture, more memory and universal software access are 
promised by a host of shiny new third-party products. Stuart Wynne 
uncovers the reality behind the hype. 


Ultra 641MB 
Memory Card 

£19.99 Blaze [01302 751428] 

The same shape as the standard 
Nintendo Pak, but with four times 
as much memory and presented 
in a variety of colours - a nifty 
transparent casing plus red, 
green etc. to match multi¬ 
coloured Controllers. 

On the back of the 
controller are two switches and 
a little diagram showing how to 
move between the four 256K 
memory banks. This sounds a 
little fiddly, but in fact works very 
well indeed. It was used with 
Mario Kart 64, save/loading 
ghost performances in different 
banks without resetting and had 
no problems. The switches are 
easy to use and you don’t even 
need the N64 turned on to switch 
banks, which probably enhances 
safety. ^ 


Mega Memory 
Cartridge 

£34.99 Datel [01785 810800] 

A hefty price tag, but undoubtedly the 
best value for money with 
2.5MB capacity 

I ^ offering 20 times as 

C storage 

space as 
Nintendo’s Pak. 
^ A single 

button 
switches 
between 
the 20 



N64 Controller Pad 
Memory Cartridge 

£19.99 Spook/John Menzies 
[01703 623163] 

One of the first third- 
party Controller Paks 
and identical to 
numerous other brands. 

It looks identical to 
Nintendo’s Pak with 
similar, stylishly restrained stickers to 
note down save information. Its iMB 
capacity is arranged in four banks, 
which are switched between using a 
single small button. There’s a well- 
written instruction sheet, but It’s 
annoying that there’s no exterior sign 
as to which memory bank is active. 




memory 
banks. 


V 

while a bright 

W red LED on the larger 

than normal casing keeps track 
of which bank’s selected. The 
instructions won’t win any ’plain English 
awards’ however, a feature called 
Factory Format is mentioned in passing 
but never explained. Thankfully, Datel 
supplied us with more information: 
‘Factory format Is a facility that 
enables you to delete all the 
pages stored on the Mega 
Memory. Plugging the 
memory card Into the 
Controller with the button held down, 
will flash the character F, after the last 
flash release the button and all data 
will be erased. Releasing the button 
before the last flash will abort the 
operation.’ 

All in all, an impressive bit of kit but 
treat it with respect! 


Universal Converter 

£19.99 - CMT[0113 2306305] 

This is the first adaptor to work with all N64S. 

It uses the same approach as the old Super 
NES converters: the rear slot takes the 

country protection code from a host machine cart, the top slot takes the 
game you want to play. On a PAL machine, this works with every N64 game to 
date except Wave Race ^4 which fails after a few minutes play. Unfortunately, 
most NTSC games result in a 6oHz output which results In a ghosting or 
double image effect on many TVs. 

For NTSC owners, PAL games seem to run fine. However, Nintendo plans 
constant upgrades to their security routines so new games probably won’t 
work on current converters. Unsurprisingly, CMT already have a second 
generation converter due for imminent release which should cope with NTSC 
Wave Race. 


Pro Series RGB/ 
SCART Converter 

£29.99 Blaze [01302 751428] 

The standard N64 does not output an 
RGB signal, so if you’ve got an NTSC 
N64 you can only get a 
colour picture through a 
true multi-standard TV. 
Step forward 
Blaze with this 
clever bit of 
wizardry which 
incorporates a 

conversion box within the SCART lead. 
This will produce a full colour picture 
on almost any TV with a SCART socket. 
There’s a certain blurriness and 
pixellation on the picture, but given 
the N64 ’s output that’s to be expected. 
Having an importer modify your 
machine internally provides a 




^ SFX 64 Universal Adaptor 

£14.99 ► Blaze [01302 751428] 
gci The original version was 

produced prior to the launch of . 1 

the PAL machine and doesn’t. In 
fact, offer any useful function for the 

PAL system. Its single cart slot ‘ L 

bypasses the internal, physical lock¬ 
out for Japanese and US NTSC 1 

machine, with which it works fine. 

A new version should be out by the 

time you read this, for the same price, and uses the same approach as the 
Universal Converter. Expect a full review in our next issue. 


considerably superior picture, but then 
again Blaze’s plug-in lead is cheaper 
and more convenient. 

Xtender Cable 

£8.99 Blaze [01302 751428] 

If you live in a luxurious penthouse 
with a wall-size TV screen, or you just 
like a lot of room, the Xtender’s 2 
metre extension to 
any N64 
Controller’s 
lead works a 
charm. 


Pro Series 
S-V iDEO Cable 

£9.99 » Blaze [01302 751428] 
Originally created alongside the 
ill-fated Super VHS format, S- 
Video connections separate colour 
(chrominance) and brightness 
(luminance) for a sharper picture 
with reduced colour bleed. If your 
TV has an S-Video input it should 
give the best display. 

Unfortunately, since the N64 
doesn’t output a pure RGB signal, 
S-VIdeo might seem of dubious 
value and on some TVs it can 
indeed produce a disappointingly 
washed out image. We tested it 
with an unmodified NTSC machine 
and a Sony multi-standard TV, and 
found it slightly superior to 
composite connections. 


L 
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FAST DELIVERY SERVICE 

TKtm working day* on slock Mwns. 



01993 844885 

9ain lo Spin Mon-Thur, lOom to Zpm Fri & Sot 
11am to 4pm Sun A Bank Hob 

OR FAX ORDERS to 
01993 840750 
POSTAGE FREE FOR UK 
All ITEMS GO 1ST CLASS 




SUPER NES GAMES 



NINTENDO 64 

SPECIAL DEALS 

ON MACHINES 
AT PRICES SO GOOD YOU'LL 
THINK YOU'RE DREAMING!I 
PRICES FROM £149.99 


NINTENDO 64 ACCESSORIES 



Buy a 1Mb Memory Cord at the some 
time as you buy on ISS64 for just 
£17.99 - SAVE £4.00 


OFFICIAL NINTENDO CONTROLLER .28 99 

COtOUMto OFFIOAl NtNTf NI30 CONTIKXif RS 29.99 

SUPER PAD 64 PLUS . 23 99 

ARCADE SHARK STICK. 38 99 

XDVPAD EXTENSION CABLE .7 99 

S-VHS CABLE .9 99 

STEREO AV CABLE .9 99 

1MB MEMORY CARD .21.99 

COLOURED IMB MEMORY CARD.22.99 


SMB MEA40RY CARD .32.99 

OFFICIAL CARRY CASE.13.99 

OFFICIAL DELUXE CARRY CASE.27 99 

OFFICIAL CONTROL PAD CASE.11 99 

GAME KILLER CHEAT COMPILATION.34.99 

UNIVERSAL GAME ADAPTOR UK/US. CAa 

JOLT PACK.CAU 

OFFICIAL MARIO PLAYERS' GUIDE .9 99 

OFFICIAL TUROK PLAYERS'GUIDE 9 99 


COLOURED OFFICIAL NINTENDO CONTROLLERS 

ONLY £29.99 
Available in blue, green, red, 

NINTENDO 64 GAMES black and yellaw 


FIFA SOCCER 64.44.99 

MARIO 64 .48.99 

PILOT WINGS 64 .39.99 

SHADOWS OF THE EMPIRE ...49.99 
TUROK: DINOSAUR HUNTER .54.99 

WAVERACE 64 .46.99 

BODY HARVEST .CALL 

CRUISIN USA .CALL 


DOOM 64 .CALL 

SUPERSTAIt SOCCER . 4B.99 

KILLER INSTINCT GOLD.CALL 

MARIO KART 64.CALL 

MORTAL KOMBAT TRILOGY.. .CALL 

NBA HANGTIME.CALL 

ROBOTECH: CRYSTAL DREAMS CALL 
TETRISPHERE.CALL 




TUROK OFFER 

Buy a 1 Mb Memory Card at the same 
time as you buy Turok for just £17.99 
SAVE £4.00. 



PlAY MARIO KART 64 
NOWII 
BUY A 

UNIVERSAL GAME 
r ADAPTOR 
AND PLAY AMERICAN 
GAMES NOW. 

JUST £19.99 OR £16.99 
IF BOUGHT AT 
THE SAME TIME AS 
ANY GAME. 



US NINTENDO 64 
PLUS ANY GAME £249.99 

THIS INCLUDES ONE CONTROLLER, A POWER ADAPTOR 
AND A SCART CONVERTER CABLE 



US NINTENDO 64 GAMES 


BIAST CORPS 
CRUISIN USA 

DARK DRIFT. 

DOOM 64 

FIFA SOCCER 64 

GOtDEN EYE 

KIUER INSTINCT GOLD 

MARIO 64 

MARIO KART 64 


64 99 MORTAL KOMBAT TRILOGY 59 99 

64 99 NBA HANGTIME 64 99 

CAU PILOT WINGS 64.64 99 

CAU ROBOTRON X CALL 

CAU SHADOWS OF THE EMPIRE 64 99 

. CAU TUROK DINOSAUR HUNTER 64 99 

64 99 WAR GODS .CAU 

59 99 WAVERACE 64 64.99 

62 99 WAYNE GRETZKY.64 99 


US NINTENDO 64 ACCESSORIES 


OFFICIAL NINTENDO CONTROLLER 29 99 
CCXCXJMO on NMMTtNOO CONT1KX1EHS 29.99 

SUPER PAD 64 PLUS .23.99 

ARCADE SHARK STICK 38 99 

SCART CONVERTER CABLE .24.99 

X3YPAD EXTENSION CABLE .7 99 

S-VHS CABLE .9.99 

STEREO AV CABLE (SCART CABLE) .12.99 

1MB MEMORY CARD .21.99 

COLOURED 1MB MEA40RY CARD .22.99 


SMB MEAAORY CARD . 32 99 

OFFICIAL CARRY CASE . 1 3 99 

OFFICIAL DELUXE CARRY CASE . 27.99 

OFFICIAL CONTROL PAD CASE . 11 99 

GAAAE KILLER CHEAT COMPILATION 34 99 
UNIVERSAL GAME ADAPTOR JAP/US 17.99 
UNIVERSAL GAME ADAPTOR UK/US ..CAU 

XXT PACK . CAU 

OFFICIAL MARIO PLAYERS' GUIDE . 9.99 

OFFICIAL TUROK PLAYERS' GUIDE . 9 99 


rrmnv! 


PRICE 


ADDRESS: 


POSTCODE:.TEL:. 

SIGNATURE: ... 

CASH □ CHEQUE □ POSTAL ORDER □ CARD □ 


A 

£ 


£ 


£ 


£ 
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Review 


©®©©iri 


Publisher: 

Developer: 


Nintendo Gome Type: Shoot**em*up Release Dote: Out Now Omport) 

Nintendo Version Reviewed: japanese Price: £ 89-99 


$64, OOONo 

Question 

O The most extravagant graphics 

SHOWCASE YET SEEN ON THE N64. 
HURLING ABOUT MORE OBJECTS, 
WITH MORE ELABORATE LIGHTING 
EFFECTS. THAN ANYTHING YET SEEN. 

OThe game’s fluidity and speed, 

EVEN WHEN HANDLING MIND- 
BOGGLING HUGE BOSS CREATURES. 
FULLY DEMONSTRATES WHY THIS IS 
THE ONLY MACHINE FOR 3-D GAMING. 









Star Fox' 




The first boss confrontation allows full freedom of movement within a large combat 
ZONE. Nevertheless, Fox decides to get up close and personal in this risky attack pass. 


© Writing Star Fox 64 is like 
re-llving some blockbusting 
manga fantasy, a state-of-the- 
art space opera which makes George 
Lucas’ trilogy seem really very tame 
indeed. In this fevered dream, a 
massive monster swims in a sea of 
lava, its skin boiling with scarlet 
patterns as it claws for a lone fighter. 
Earlier on, a huge flying saucer blows 
apart a city skyscraper, while all 
around dozens upon dozens of enemy 
drones mix it up with a squadron of 
constantly communicating Arwing 
fighters. In a vast, underground base a 
giant rock creature sprints through a 
corridor of saluting statues and 
moving barriers, debris tumbling in its 
wake as laserfire blows apart its torso. 

Again and again. Star Fox 64 
astonishes. Robot knights are 
catapulted off a spacecruiser’s decks, 
a train rumbles across the horizon, 
carriages exploding apart as a 
pursuing tank jumpjets to elude a 
huge, swooping kite creature. 

At its best. Star Fox 64 realises the 
most bizarre imaginings of Japanese 
and American sci-fi epics in a form 


which compares with Hollywood’s 
coolest special FX. Each of the 
principal 15 levels introduce at least 
one stunning boss creature: enemies 
which often morph and mutate at least 
once or twice before spectacularly 
expiring. 

While 32-bit consoles have seen a 
drift back to the old 2-D scrolling 
shoot-’em-ups - both as classic re¬ 
issues and newer, often less enjoyable 
32-bit versions with the odd 3-D 
special effect - Star Fox updates the 
format for the 21st century. There’s 
none of the tactical or exploratory 
elements seen in games like 3DO’s 
Starfighter, or even the unreleased 
Star Fox 2, but then again Miyamoto’s 
objective here really is pure arcade 
action. There’s no aspiration to be 
anything else - except, perhaps, an 
unbelievably entertaining 
Independence Doy-style blockbuster. 

Ground Zero 

First impressions are not, however, 
uniformly positive. As with the 
original, there’s a choice of two 
perspectives - cockpit and chase - and 



Fox HURTLES OVER THE COUNTRYSIDE. 
POWERED-UP WITH MAXIMUM LASERS AS 
YOU CAN SEE BY THE WING PODS. 


One of Fox’s wingmen swoops down 

AS Fox SWITCHES TO THE LANDMASTER 

Tank for this desert world. 
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THE Junkyard throws arout 

ALL MANNER Of HUGE ORSTACLES 
WITHOUT A HINT OF SLOWDOWN. 


the former isn’t without quirks. 
Transparent white bands simulate 
joins in the canopy, a pretty but rather 
distracting effect. There’s certainly a 
greater sense of speed, but It feels 
cramped and In any case the game 
automatically jumps to chase 
perspective for boss confrontations. 

Initially, the chase perspective 


doesn’t seem much better. The glare of 
the engines and the size of ship seems 
irksome, particularly when it obscures 
what you’re shooting at, but you soon 
get the hang of it. Just like the original, 
a lot of the game involves 
manoeuvring between very 
narrow spaces, darting 
between opening/closing 
doors, and seeing your 
craft is vital. Moreover, 
you soon realise the 
targeting cursor provides a 
better gunsight than trying to 
stare through the Arwing! 

Nevertheless, the Arwing certainly 
deserves plenty of attention: It’s an 
astonishing piece of graphic art. 


During inter-level scenes, the 
camera zooms up to the cockpit 
and you can see Fox nattering. 
The Arwing’s aggressive, 
dagger-like contours, subtle 
shading and texture-mapped 
logos all make for some very 
attractive hardware. It’s great 
watching the wings swing forward for 
low-speed boss confrontations, then 
sweep backwards when the Arwings 
blast off to the next level. 


Flying through a succession of 

CIRCULAR FORMATIONS OFTEN UNCOVERS 
SECRET SONUS LEVELS. 




The yellow drones look dumr. rut 
THEY PACK AN EXCEPTIONALLY POWERFUL 
PUNCH. Blast them ASAP! 





The Star Map looks much like the 

ORIGINAL, RUT THERE ARE NO PRESET 
ROUTES FOR VARYING DIFFICULTY LEVELS. 


Star Fox updates the shoot 


>o 




Nice Moves 

LOOP THE-LOOP MANOEUVRES NOT 
^ ONLY LOOK COOL, BUT ARE SUPERB 
m FOR TURNING THE TABLES DURING 
I CLOSE QUARTERS DOG-FIGHTING. 



Andross’s home world. Venom, is a vast machine world which allows for an epic rerun of 
Stak Wars‘5 famous Death Star rattle. Blast the towers to take down the energy field. 


You don’t need an instrument panel 
to know exactly what’s happening, 
jabbing ‘accelerate’ lights up the 
engines, while deceleration opens up 
huge airbrakes. Take too much 
damage, collide with a building, and 
an entire wing can get ripped off- 
severely unbalancing the Arwing’s 
handling! Alternatively, if you power- 
up the lasers lethal-looking pods 
appear under the wings. 
















Star Fox^^ 



If it*s not enough that the boss creatures talk to you. this one also makes hand gestures, beckoning 

YOU ON FOR THE FIGHT. THEN WAGGING ITS FINGER REPROVING. LIKE TERMINATOR 2’5 TlOOO. IF YOU FAIL 



Fox BRAVELY NIPS IN BETWEEN THE 
ROBOT’S ARMS. BUT SHOOTING HERE IS 
USELESS - GO FOR THE EYES. FOX! 


The Robot has quite a reach. 

THROWING ITS PUNCHES WITH ROCKET 
ASSISTED speed! 


'em-up for the 21st century 


Total Control 

The Arwing’s supercool look is, 
however, of secondary importance 
when compared to a superb control 
system. The basic layout has 
directional control on the Controller 
Stick, A fires lasers and B fires Nova 
Bombs. Parallel to A & B, two of the 
yellow buttons provide either a brief 
burst of speed or sudden braking. 


while the Z-button and R-Shift tilt the 
Arwing on its side - double-tap and 
the Arwing spins with a shield briefly 
rotating around it. 

Unlike the original, holding down A 
charges up the laser and, at full 
strength, the second targeting cursor 
turns red and will lock onto a nearby 
object. Double-tap fire and you 
unleash a formidable globe of homing 
laserfire. You can even use the B 




This superb shot shows the Arwing 

INVERTED AS IT COMES OUT OF A ROLL 
TWO FIGHTERS TIGHT ON ITS TAIL 


iril 


Peppy provides tips on how to handle 

ENEMIES - HERE /04-TYPE DRONES ATTACK 
IN GALA64-STYLE SWARMS. 


Fox In Space! 

As IN THE ORIGINAL GAME, THE RAISON D'ItRE 

for all this interstellar excitement is the severely 
anti-social Evil Emperor Andross. This monkey¬ 
ish fiend used to be a respected scientist, until 
anned from the planet Corneria due to highly 
dangerous experiments in the capital. 
Andross promptly took refuge on the 
planet Venom, where his work on a 
hyperspatial engine helped create a 
I ^ massive invasion fleet. 

0 j General Pepper, the commanding 
officer of Corneria’s defence fleet, 
soon realised his only effective defence was a 
handful of prototype Arwing fighters. There was 
no time train pilots, however, so Pepper turned 
to the Star Fox adventurers, led by Fox 
McCloud. They defeated Andross, 
but like all the best Nintendo baddies he was 
destined to return. 

The new game boasts a considerably more 
elaborate plot, with a huge amount of storytelling in 
the game itself. Both friendly and hostile characters 
constantly communicate using both text 
and speech, some of them even re¬ 
appear later on in the game to help 
out or oppose Fox. 

The player naturally takes the role of Fox 
McCloud [ 01 ] himself, a somewhat dubious character 
who the original game claimed could turn out to be 
either a peoples’ champion or a scoundrel- 
suggesting the Star Fox group are possibly 
mercenaries. Aside from defeating Andross once 
more. Fox bears responsibility for the safety of his 
team-mates: 

Falco Lombardi [ 02 ) is a bird-like 
^ creature who’s an even better 
pilot than Fox, albeit with 
very short temper- 
especially if you 

accidentally shoot him. In-game, Falco is best at 
providing supporting fire and can also help discover 
secret areas. 

Peppy Hare [ 03 ] is, indeed, a hare but going against 
stereotype is an old, wise creature who used to be a 
friend of Fox’s father. Ingame, Peppy is a valuable 
source of information and tips on 
how to beat the enemy. 

Slippy Toad [ 04 ] is an 
unashamedly comic character, 
injecting humour into 
otherwise 
grim 

situations. 

Ingame, Slippy estimates 
boss creature strength with an on-screen ^ - 
energy bar. If any of these wingmen take too 
much damage, they’ll miss out on the next level 
for repairs. Occasionally, you might need to 
rescue one. The overall story varies according 
to in-game action, although victory 
always brings up a spectacular. 

Star yVors-style victory celebration. 
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eview 


cuts to show these ominous villains 
diving out of the sun, you know 
you’re in for a battle. These guys 
aren’t simplistic automatons, they 
quickly split up and set about 


Practice Mode 

Just as with the original game, 
there’s a practice option to ease 
novices players into the game. 


I 


Here a serious of rings provide a 
Pilot Wings-s{y\e introduction, 
with a few weak enemy gun 
installations and aircraft providing 
limited combat experience. A 
cartoon advises on how to use 
the Arwing’s various capabilities, 
but it has to be said it’s all rather 
dull. The main interest is probably 
finding out how the various 
power-up icons affect the Arwing 
without the distraction of serious 
enemy opposition. 


button to detonate the Nova Bomb in 
flight - useful when aiming at fast- 
moving targets. If the enemy returns 
fire, pressing speed burst while 
pulling back on the Control Stick pulls 
off a loop-the-loop, while braking has 
the ship soar upwards, then 
dramatically turn backwards. 


^Again and again. Star Fox 64 astonishes 


The new controls are needed 
because of the advanced 3-D 
environments. The majority of levels 
still confine the player within 
broad corridors, restricting 
freedom so as to create 
a more dramatic, 
arcade-style 
experience. 

Nevertheless, 
even on these 
levels, the 3-D is 
more dynamic and 
open than before, 
frequently offering a 
choice of routes, with 
enemy drones capable of 
attacking from behind as well as 
the front. 



There’s also a few levels 
which offer complete freedom of 
movement within large-ish 
combat zones. 
Occasionally, this 
happens at the end of 
the level when a boss 
confrontation opens 
up into full 3 -d 
combat. Other levels 
are entirely like this, 
shifting the emphasis 
to free-flowing dog¬ 
fighting. 

One of the most dreaded 
enemies is a squadron of alien 
fighters. When game action briefly 


individually hunting down McCloud 
and his buddies with impressive Al. 
Their principal tactic is to rapidly 
manoeuvre onto an Arwing’s tail, then 
stick there while hammering down 
laserfire until it explodes! 

Taking out these fighters demands 
serious concentration. They’re just as 
manoeuvrable, if not more so than the 
Arwing, and out-braking to get a kill- 
shot is far from easy. 

Tanking it 

The Arwing isn’t the only weapon in 
Corneria’s arsenal, however. On 
several levels. Fox uses a Landmaster 
Tank while his buddies provide 
covering fire from the Arwings. 
Compared to the Arwing, travelling by 



















Star Fox*"' 



Mwlti-player Mode 

Undoubtedly one of Star Fox 64*5 most anticipated features 
is its multi-player mode. This pits up to four players against each 
other in frantic dog-fighting action. There are two basic modes, 
either you play until someone achieve a set number of kills or the 
preset time limit runs out. Cleverly, no-one ever dies, infinite lives 
keep everyone playing right to the end. A third option introduces 
up to four, constantly renewing enemy drones with the objective 
being to rack up the highest number of kills (naturally, human 
competitors provide points just as well as drones!). Regardless of 
the number of players, the screen is always divided into four - 
probably because of the way the graphics have been optimised. 

There are two environments to choose from: either open 
countryside with a few hills and buildings, or a space junkyard with 
plenty of floating debris. The dimensions are reasonable, allowing 
plenty of scope for players to manoeuvre although a wraparound 
system - fly off the map on the right, you reappear on the left -can 
make things confusing. Spotting which way you’re facing on the radar 
isn’t easy either, a surprising oversight when the various fighters, their 
lasers and even lock-on icons are all subtlety colour-coded so you 
should know exactly who’s making your life a living hell! 

As described in the main review, the Arwing fighters offer a 
surprisingly sophisticated array of controls which are all duplicated 
here. Barrel-rolls, loop-the-loops and so on are all good combat 
manoeuvres, complete with a great contrail effect off the wings. 

The vertical altitude isn’t that great, however, so matches do tend to 
collapse into circling battles to get on each others’ tail. Having four 
players involved helps break this up though, as does randomly appearing 
power-ups, and it’s certainly a great achievement for the system to juggle 
four-way combat so smoothly. Small viewscreens, confusing radar, no 
tournament score keeping and the odd lack of a reset option limit 
lastability a little. 

Nevertheless, it’s 
an absolutely 
excellent party 
game offering 
some amazing fun. 


And they’re off! 
Colour-CODED 
LASERS, LOCK-ONS 
AND EVEN SMART 
BOMBS REALLY HELP 
PERSONALISE COMBAT 
- YOU’RE CONSTANTLY 
TRADING INSULTS AS 
THE LASERBOLTS FLY! 


tank sounds dull and boring - but 
nothing could be further from the 
truth. This is an extremely nippy piece 
of military hardware. The basic 
controls are much the same, only Z 
and Right Shift now send the tank 


rolling left/right in an undignified, but 
effective evasive manoeuvre. Press 
both buttons together and the tank 
can briefly jumpjet over various 
obstacles, or collect floating power- 
ups. 




Fox’s HUGE MOTHERSHIP SLOWLY FLIES 
OVERHEAD. HAVING )UST DROPPED OFF THE 

Landmaster Tank. 


Fox ACTIVATES THE JUMPJETS TO BRIEFLY 
GET THE TANK AIRBORNE, SKILLFULLY 
AVOIDING THIS HUGE LOBSTER CREATURE. 


Fox BANKS AROUND IN A TIGHT TURN. AN ENEMY FIGHTER JUST VISIBLE OVER HIS WINGTIP. A 
USERBOLT POWERS UP ON THE ARWING’S NOSE READY TO SHOOT OFF WHEN FOX GETS A LOCK-ON. 


TACTIC IS BRAKE HARD. CIRCLE IN ON THE ENEMY’S BACK AND USE LASERS ON ITS WEAK SPOT. 



'•O 
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Review 


Rumble Pdk 

Force feedback devices have long 
been a feature of the arcades, 
extending the immersive experience 
with vibrating steering wheels and 
shuddering machine guns. Now 
Nintendo has brought the fun home 
with the N64 Rumble Pak. This 
oddly shaped gizmo slots into the 
N64 Controller - so no Controller 
Pak saves - and runs off two AAA 
batteries. Despite the Pak’s 
compact dimensions, in operation 
it’s surprisingly effective and 
certainly lives up to its name. 

221 Star Fox is an ideal game for the 
Pak, all too often enemy fire is 
tossing your Arwing fighter about 
the screen and the juddering 
Controller really does help extend 
the illusion. An abrupt jolt signals 
far more effectively than any noise 
the literal impact of an exploding 
enemy missile. More than this, the 
Rumble Pak also provides more 

subtle accompaniment to 
sudden breaking, a 
turboboost or simply 
loosing off a missile. 
After a long day 
hacking through 
the levels, there 
was admittedly a 
guilty pleasure 
in unplugging 
the Pak and 
suffering 
just a little 
less for my 
entertainment, 
but there’s no 
doubting the Rumble 
Pak works very. In Japan and 
America, the Pak is included as a 
freebie in a special Star Fox box, 
however THE has yet to confirm this 
generosity will extend to Europe. 

Nevertheless, third-party 
developers seem no less impressed 
with plenty of support promised by 
various companies (see NSiif 
Showcase). It is, however, a 
drawback that the Rumble Pak rules 
out Controller Pak saves and while 
coding for the device is apparently 
very simple, ultimately some games 
might not suit it. Blast Corps* 
promised Rumble Pak support was 
axed at the last moment and other 
games might similarly drop out. For 
the moment, what’s beyond doubt 
Is that if you’ve got Star Fox you’ll 
need a Rumble Pak for the total 
experience! 




Cool view 

While chase view (oi) takes a little 
getting used to, it soon becomes 
second-nature and Is a lot better 
than the claustrophobic cockpit 
(02) view which also suffers with 
annoying white lines to represent 
joins in the canopy. 




In short, the tank is fantastic fun 
and there’s little more dramatic than 
trundling forward in your little 
bathtub, desperately trying to nip 
between the feet of an enormous 
lobster creature. The Inability to 


simply fly out of danger makes for a 
very different experience. An even 
more dramatic variation comes with a 
submarine, sneakily hidden away on 
one of the later levels! 


To DIE FOR 

Star Fox 64*s presentation features 
undoubtedly the N64’s most 
ambitious graphics yet. Rather than a 
single, wonderful effect such as Wave 
Race*s cool water, Star Fox offers 
dozens of dramatically different 
environments. Space junkyards, 
erupting fire planets, ocean worlds - 
the variety Is astonishing. Some of 
the effects, even minor ones like 
water splashes due to laserfire, are 
really stunning. Enemies blow apart 
in boiling explosions, vanish Into 
streaming light, crumble to dust - it’s 
a real showcase of the N6 a’s power. 

The lobster creatures which 
menace the tank are genuinely 
stunning, a single creature would be 
Impressive enough, but for two of 
them to lumber about with barely a 
trace of slowdown Is jaw-dropping. 
The game is always throwing glitzy 
little effects around, huge formations 


Miyamoto's n 


of craft dart hither and thither, 
flaming phoenix flutter above lava, 
fine white contrails stream off the 
Arwing’s wingtips under acceleration 
- It’s stunning. 

In many ways, the game takes the 
original’s ambition and finally does it 
justice. Forests of concrete pillars 
spin through space, huge asteroids, 
giant battlecruisers and planetoid- 
size junk whirl around without pause. 
Occasionally, a texture map might 
seem a little coarse, a barrier beam a 
little plain, simply because the 
principal objective really is gameplay. 





















In particular, some of the huge 
battlecruisers can seem a little 
cross-hatched at a distance - 
particularly using a composite 
output. But the overall effect is 
the most spectacular gaming 
experience yet seen. 

On the audio front, the most 
immediately impressive feature is 
the sheer quantity of speech. 
Apparently 4MB of the game’s 
12MB total is used for speech and 
it tells - there’s always a wingman 
or boss creature nattering on about 
something or other. It provides a 
new dimension to the game, cart 
technology allows sampled speech 
to instantly comment on game 
events, without CD accessing delays. 
On the downside, the music does 
suffer by comparison with the 
orchestral scores which the Wing 
Commander series popularised. Star 
Fox's music is impressively varied 
and changes according to the action, 
but it’s a bit thin even when 
compared say to Mario Kart 64. 

Fortunately, the sound FX are 
absolutely excellent, providing an 
extremely satisfying audio 
environment even if both music and 
speech are mixed down to zero. The 
subtle whine of the jet engines, the 
whistle of the Landmaster tank 
tracks, the cacophony of weapons 


TIPS 


I On the first level, watch out for a series of stone arches in a water section. Fly 
L through them all and Falco will automatically lead McCloud through a waterfall 
into a secret section. However, for this to happen you must first rescue Falco 
when he’s being chased by some enemies near the start. Using the homing 
laserbolt to take out all the enemies in one go without endangering Falco. 

2 On the Independence Day level attack the spike which appears at the base of 
the Flying. A few Nova Bombs should help bring the Saucer down. 

3 On the train level, shoot signposts labelled 1-8 which run alongside the 
track. When shot, the signs swing around. Get them all, then blast open a 
large box with eight lights which appears later on. Shoot the lever inside and a 
bonus level appears. 

4 On the asteroid level, fly through all the blue circles to activate a bonus 
level. 

5 When fighting the lava monster, destroy its arms before attacking the 
head. Shoot the lava rocks it throws for extra energy. 

6 The homing laserbolt is extremely effective, both when 
taking out airborne enemies chasing your 
down your 

friends in multi-player 
mode! 


intion those 
classic coin-op blasters, 
there’s no save game - merely a high 
score table. More surprisingly, 
Nintendo has jettisoned the option of 
selecting easy, medium and hard 
routes from the menu screen. In Star 
Fox 64, every game begins identically, 
on Corneria, but if you find the secret, 
alternative route there’s a new boss 
and then a choice of which planet to 
go to next. Each planet seems to offer 


ist exciting N64 title since Mario 64 


fire, the ominous drone of enemy 
fighters: it’s a superb achievement - 
although it’s a bit mean that if music 
is turned off it won’t come back for 
the end sequence! 


at least two alternate destinations, if 
you can find the secret route or 
accomplish some other task. With a 


levels and varying end 
sequences, there’s a huge incentive to 
constant replay the game aside from 
the usual high scores reward. 

Overall, it’s undoubtedly 
Miyamoto’s most exciting N64 title 
since Mario 64. Its variety, intense 
arcade gameplay and superb structure 
make for great fun. For too long, beat- 
’em-ups and racers have dominated 
gaming, hopefully Star Fox will lead 
the way for first great coin-op genre to 
again rule the roost! 

If you’d like to order Japanese, US 
^ Oune 23 rd) 
or UK 
(August) 
versions, 

contact TORC Software (0181 893 
2100 ) or Wild Imports (01908 
640040 ). 


9 


R-Type of game 

Star Fox's gameplay is ultimately an 
inspired mix of old and new elements. 
Despite the radical 3-D graphics. Its 
basic structure is very close to the 
original’s classic coin-op inspiration, 
just as in R-Type, it’s not enough 
simply to complete a level - to win 
you must constantly chase power-ups 
for more powerful lasers, a bigger 
energy metre, extra lives and, of 
course, the spectacular Nova Bombs, 
just like R-Type, losing a life strips 
your ship right back to the basics, 
enemies which once vaporised under 
a single powered-up laser-blast 
suddenly become a lot tougher. 
Fighting through to the next restart 
checkpoint is always a nightmare 
until those beloved superlasers have 
been restored! 

As with the original Star Fox, not to 
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Fox SPINS TO AVOID A LAVA ATTACK. THE LAVA MONSTER IS A STUNNING DEMONSTATION OF THE N64’S 
POLYGON-SHIFTING, BUT THE MOST FUN LEVELS ALLOW FOR TRUE 3-D MANOEUVRING. 


Star Fox' 


64 


THE 

BOTTOM 

LINE 






B: Fire Nova 
Bomb 


Yellow Up; Change perspective * Yellow Right; 
Summon power-up (when button Rashes on screen). 
Yellow Left; Speed Boost Yellow Down; Brake 


D-Pad: Not 
used 


Combos 


Arwing: Yellow Left/Backward Control Stick: 
loop-the-loop. Yellow Down/ Backward Control 
Stick. Tank: Z & R Shift: Jumpjet. 


Retting 


Graphics 




Audio 




Gcwrtepby 
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Lasting Challenge 
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Summing up: 


The best shoot-’em-up since Space 
Invaders! 
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Question 

O Beautifully detailed polygon 

LANDSCAPES OF UNRIVALLED DETAIL 
- ALL RUNNING AT A SILKY SMOOTH 
FRAME RATE DUE TO RAW 64-BIT 
POWER. 

O SGI GRAPHICAL TRICKERY, SUCH AS 
SPEED BLURS, RIPPLING WATER AND 
MIRROR SURFACES CLEVERLY EXPLOIT 
THE N64*S COLOUR PALETTE AND 
TRANSPARENCY EFFECTS. 

O Cartridge format allows for 

INSTANT level RESTARTS WHICH IS 
MUCH APPRECIATED ON TRICKIER 
LEVELS - CD-ROM ACCESS PAUSES 


Review 

Ninformcition 


Nintendo Game TypeiArcade shoot-’em-up Release Dote: Out Now Omport) 

Rare Version Reviewed: US Price: ^69.99 


You have one minute 


Publisher: 

Developer 


YES 


BIA 











ST CORPS 

ause $1,000,000 worth of damage.” 

What more do you need to know?! 


0 Think of it this way. It*s 2:05 
am and you’re eyeball-to* 
headlight with a two ton 
bulldozer. Its mirror-finish blade is 
directly overhead and falling fast. You 
could step away. 

But you don't. 

You think this time - this time! - 
you won’t end up as fresh salami. You 
think you can win in hand-to-hand 
combat with what the Japanese call 
Killdozer. You’re right. But not this 


The status screen consists 
of a globe spinning in space. /\ 
As the hours pass, the globe Q 
becomes criss-crossed with 
paths to new levels and bonus 
games. Almost every thing you V j 
try can be completed on the \ 
first or second go. 

Each success opens up ^ 

another level, a new vehicle, a 
new game-style. Charging bulldozers, 
tumbling robots, stomping rocketmen 


Memory 
Options co° 


Memory: 

One limited save slot. 
Controller Pak: 

Four comprehensive 
save slots (see Save 
Me!) 


Ba'w&imi iC 
PI.11SJ THC Rjinmc: 
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Shiny medals encourage you to play 

ON, EVEN WHEN YOU’VE SEEN EVERYTHING. 


ST CORPS 

Doing Wbcit 
Nintendon't 

In 1983, two former 
coin-op designers 
founded what soon 
became the UK’s most acclaimed 
software house. From their debut 
through to 1986, a string of 14 
games won an average 93% mark 
from Britain’s leading Spectrum 
magazine. Their reputation was 
such that when a game was 
released at twice the price of the 
competition, it promptly became 


one of the Spectrum’s best-selling 
games ever. And they followed that 
up with a revolutionary new game - 
the first isometric 3-D platformer- 
which they’d finished a year before, 
but held back because ‘the market 
wasn’t ready.’ 
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)-Bomb drops into the inferno for a hellacious bonus game. Everything but the Bonus 
Spheres is instantly lethal. Still think you’ve got what it takes to be in the Blast Corps? 


time. So you start again. And again. 
And again. 

It’s a little unfair to start by 
describing Blast Corps as a tough 
game. Within a weekend most people 
will race through easy and medium 
levels in a rolling cascade of digital 
fireworks. Early levels are almost too 
easy, and jaded players may feel the 
game’s nothing more than simplistic 
blast-’em-up with some quirkily 
controlled vehicles. Persist and the 
game unfolds with the silky precision 
of a Venus Flytrap. 


Ram Dozer effortlessly 

DEMOLISHES MOST OBSTACLES. 


and various obstacles, almost like a real bulldozer! 


The company was Ultimate: Play The Game. 
Its founders were Chris and Tim Stamper. They 
never gave Interviews. Never offered magazine 
exclusives or even pre-release review 
copies. They owned the 8-blt market. In 
1986, the game quality started to dip. US 
Gold released Greatest Hits 

compilations. And that was it. 

^ Ultimate vanished into history... 
About the same time, a new 
developer entered the Japanese 
^ market with unusual self-confidence. 
The name was Rare, but the people 
were Ultimate’s. Although Nintendo 
didn’t arrive in the UK market until 1987, 
Ultimate acquired a NES barely 
a year after Its 1983 Japanese 
launch. While Ultimate’s 


$2«ri85()l 









R64 

Review 





Bdcklosh 

Destructiveness: 5 
Speed: 3 
Handling: 2 

It has no missiles or shiny blades or anything 
except its weight. If you want to take out a 
whole line of buildings in just one wash of 
flame and smoke, you need to get Backlash 
powersliding: either by a sharp turn or using the action 
button. It’s not difficult to begin a powersllde, the trick is controlling It, 
sliding it so those buildings get hit at just the right angle, moving along a 
whole line in graceful figures of eight. 

Action Button: Powerslide! 




The Game’s star demonstrates its tricky power-slide attack on Diamond Sands. With 

PRACTICE IT WILL BECOME SECOND-NATURE... WELL, ALMOST. 


The infamous Diamond Sands. Those 

BLUE OIL DRUMS CAN BE A BIG HELP. 


The world soon becomes criss¬ 
crossed WITH Blast Corp successes! 


Any vehicle becomes a lot more lethal 

WHEN AIRBORNE. ESPECIALLY BACKLASH. 


Tikes! Skyfall leaps over the Missile 
Carrier. 


Skyfdll 

Destructiveness: 4 
Speed: 5 
Handling: 4 

A neat little all-terrain racer with an 
impressive turn of speed. A lack of weight means 
simple head-on assaults do little damage. The trick 
is in the name. Race up a hill, turn around and race 
downwards relying on its armoured underbelly to wipe out a building in one 
go. Great fun, albeit not that significant a player. Turbo Boost provides rocket 
acceleration, with a huge plume of flame shooting out the back, but requires 
careful timing to avoid a puttering Model T look! 

Action Button: Turbo Boost. 


and spinning trucks level cities by the 
dozen. Soaring skyscrapers crumble 
into flames and billowing smoke, 
tickertape debris fluttering on the 
blastwave. 

If a level briefly seems too difficult, 
there’s always another to try. Or 
maybe you backtrack to an already 
complete level and explore for bonus 
treats. It’s all great fun, only maybe a 
bit too easy... 

And so you end up on Diamond 
Sands, trying to make a dumpster 
truck pirouette through shacks, 
houses and, finally, a ten-storey 
nuclear powerplant. You believe you 
can do this: finesse that powerslide to 
crash through an entire line of 
buildings. The dumpster spins out. 

Skidmarks scar the concrete with 
smoke-wreathed figures of eight. 


riotous 


The Missile Carrier comes on without a 
moment’s concern for your pain. The 
N64 controller is coated in sweat. 

The worst thing. The absolute worse 
thing is that, of 
course, 
with I 

practice 
you can 

do it. The dumpster will slide into that 
line. You will get to the plant in time. 
Deftly push around the TNT to collapse 
that vast power plant. The Missile 
Carrier will get through. It is possible. 
You can do It. Next time you will do it. 

Downtown 

Detonation 

Blast Corps has a perfect videogame 


Four Wheel Fun 


# All these vehicles have barely any destructive capacity at all. Instead, they 

APPEAR ON THE MAIN LEVELS EITHER FOR EXPLORATION OR RAPID TRANSPORT BETWEEN 
MORE DESTRUCTIVE MACHINES. THEIR STARRING ROLE IS IN THE MICRO MACH/NE-STYLE 
BONUS GAMES. A KEY INCENTIVE FOR EXPLORING IS UNCOVERING MORE OF THESE: 
REVISITING OLD BONUS GAMES WITH NEW VEHICLES IS A SURE WAY TO IMPROVING TIMES 
AND EARNING GOLD MEDALS. 

Tip: Press accelerate on the last beep of the race start for a turbo-boost! 


A-Team Van 

B.A. Baracus’s mean machine is arguably 
the finest in this category. Its weight 
means it’s very difficult to spin out in, 
while still producing a very decent top 
speed. It can also barrel over rough 
terrain and through minor obstacles, such 
as wooden fences, which a car would find 
very difficult. 

American Dream 

Inspired by the Dukes of Hazard, this 
has lived up to the stereotype of 
extremely powerful American cars which 
handle like hell. Spins out on the 
gentlest corners, demanding skilful 
power-sliding to get anything close to 
decent lap times. 










The General Lee spins out in a close- 

up REPUY SHOT. 


The A-Team van chases after the 

GHOST FROM YOUR LAST RACE. 


‘high concept’-a 
nuclear missile carrier 
is out of control. It can’t 
be stopped. Everything 
has to be cleared from 
its path or half the 


ST CORPS 


world is blown away. 

Call in the Blast Corps, \ 
a politically correct, |R|k 
multi-racial ex-military 
group dedicated to 
'urban renewal.’ Hmm. ^ 

There are 20+ proper 
levels where this race 
against oblivion is played out. The 
missile carrier is a quite brilliant 




The crane is vital on several of the 
game's most puzzling levels. 


Cyclone Suit 

Destructiveness: 4 
Speed: 4 
Handling: 3 

A smaller, more functional- 
looking variant ofThunderfist. 
Action Button: Tumble (when 
running) 


programmers 
performed miracles 
with an 8-bit computer 
its egghead inventor thought 
beyond ‘mere games’, the 
Stamper brothers pursued a 
Nintendo. When they succeeded, 
the company’s interest in the 
parochial UK market ceased. 


From the start. Rare’s relationship 
with Nintendo was unusually close, 
but in 1993 it got closer. At the time, 
Nintendo was reeling from the Sonic 
Spin Attack: Sega’s emphasis on 16- 
bit graphics, hedgehogs with 
‘attitude’ and an open embrace for 
ultra-violent games won it unrivalled 
‘teen appeal.’ Mario looked out of date 
and, with 32-bit machines on the 
horizon, Nintendo seemed headed for 
obsolescence. It needed help and, for 


[cade experience structured to provide total addiction... 



timing mechanism: not only are you 
fighting the clock, but a careless 
jetbike missile, an out-of-control 
powerslide and... BOOM! 

Initially, the emphasis is on 
mastering the Blast Corps vehicles 
which all have their own quirks (see 
box-outs). As the game progresses, 
the environments become tougher, 
tightening the angles of attack. Fences 
and low walls are irritants, quickly 


up demolition speeds. Speed-sucking 
grass must be worked around, as must 
trees, which are indestructible. 

Later on, puzzles sprawl over entire 
levels, demanding players switch 
between vehicles, push objects 
around, search out hidden passages 
and so on. It gets tough, but by now 
you’re hooked. The vehicles are still 
quirky, but it’s getting so even the 
dumpster feels right. Then there’s the 



secondary objectives and sub¬ 
games. 

Besides clearing a path for the 
Missile Carrier, each level has 
three sub-missions: liberate 
survivors (by demolishing their 
buildings!), destroy all property 
(yes!), and switch on Radiation 
Dispersal Units. The latter are 
basically little lights, M81M 
trails which encourage players 


f next generation hardware, found it at 
Silicon Graphics. For software. It visited 
Ashby-de-la-Zouch in England. 

Rare responded by engineering two of 
videogaming’s most famous coup de 
theatre at the 1994 CES. Firstly, they 
provided a stunning videogame backdrop 
for Howard Lincoln’s lecture on why gamers 
should wait for 64-bit which was, of 
course, then revealed to be Rare’s f 
Super NES Donkey Kong Country. 'vSx 




-aJtLi 

SKYFALL turbo-boosts past a freighter - YES, EVEN THESE 
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to explore, uncovering new vehicles 
and Communications Units. The 
hiding places are well thought out 
and demand a keen 
eye - did that stray 
missile destroy a 
I light? Is that 
I special wall 
m vulnerable to a 
I missile barrage? 

I The 

K Communication 
& Points are little 
radar-units which 
W emit big blue 
W circles when you get 
r close enough. Once 
triggered, a bonus 
- . * level will appear as soon 
as you exit the main level. Bonus 
games are usually either a timed 
destruction-fest (cause a million 
dollars' worth of damage in a 
minute's time) or a Micro Machines- 
type race - quite often they're both, 
with the best lap times resulting 
from some skilful demolition work. 
Initially, the bonus games appear 
to be just that, another fun 
reward in a game with 
demolition dollar scores of a size 
not seen since Space Invaders. 
However, as you progress ultimately 
everything becomes important. 

If you complete a level with the 
Missile Carrier, you get one gold 
medal. Accomplish all the sub¬ 
missions and you get another. 
Similarly, your bonus game scores 
offer bronze, silver and gold medals. 
To uncover all the game's secrets, you 
need to find all the bonus games and 
earn gold on absolutely everything. 
There's also six scientist to uncover if 


Scientists 

Argent Towers: Flashing Light 
is a marker for hidden tunnel. 
Ironstone Mine: Reverse train 
to end of track, cross 
pedestrian bridge, find Ram 
Dozer, cross track with Crane, 
push TNT to destroy large 
building. 

Ebony Coast: Use TNT at start 
to blast rear barrier, use train to 
transport railroad station TNT 
to blast open statue. Use j- 
Bomb to find Scientist right of 
Missile Carrier tunnel. 

Glory Crossing: The end-level 
semi points toward a tunnel 
entrance. 

Oyster Harbour: Use TNT on 
crystal barrier to unblock 
passage for third barge. 
Tempest City: At the top of the 
level there’s a tall, pale brown 
wall. Use Ballista’s missile to 
blast open the middle section. 


I-BOMB JETS AWAY FROM A BRIDGE IN SEARCH OF ISLAND COMMUNICATION 
POSTS AND NUCLEAR SCIENTISTS. 
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Save Me! 

• While you’re out saving the world, who’s going to save you? Well, Blast Corps 

USES AN UNUSUAL HYBRID SAVE SYSTEM. ThE MOST BASIC GAME INFORMATION - LEVELS 
COMPLETED, MEDALS AWARDED ETC. - CAN BE SAVED ONTO THE CARTRIDGE’S SINGLE SAVE 

SLOT. However, if you have a Controller Pak inserted, the game will 

AUTOMATICALLY CREATE A SAVE DIRECTORY: 56 PAGES SUPPORTING FOUR SAVE SLOTS. 

Besides supporting multiple save positions, the Controller Pak also saves data 

THE CARTRIDGE CAN’T. WHENEVER YOU EXIT A LEVEL, THE CONTROLLER PaK SAVES 
ABSOLUTELY EVERYTHING YOU’VE DEMOLISHED, WHEREAS WITH THE CART SOME BUILDINGS 
AND RDUS MAY RE-APPEAR. THE CONTROLLER PAK ALSO SAVES BONUS GAME BEST TIMES 

(rather than just the medal awarded) and, if a friend visits with a Controller Pak 
Blast Corps save game, you can save best times in a Guest Mode. 
On the downside, if you use a Controller Pak your save game is only saved 

THERE - LOSE IT AND YOU’RE BACK TO SQUARE ONE. ALSO, THE SAVE SYSTEM DOESN’T 
SUPPORT ANY TRANSFER OPTIONS. IF YOU BEGIN A GAME ON CARTRIDGE AND THEN GET A 

Controller Pak, if you want to back-up on a friend’s Pak or if you want to 

TRANSFER YOU PAK SAVE ONTO CARTRIDGE - WELL, FORGET IT. YOU SHOULD ALSO BE 
AWARE THE GAME GENERALLY SAVES ONTO THE PaK DURING TRANSITION SCREENS - IF YOU 
PRESS RESET OR TURN OFF DURING THIS PROCEDURE THE SAVE GAME WILL BE ERASED! 


Sideswipe smashes through some 


TERRACED HOUSES. 


Thunoerfirst smashes obstacles in 
Missile Carrier-view replay mode. 


you want to end the game with a non¬ 
harmful detonation! 


Back 2 Pac 

While the bonus games usually rework 
the main level graphics, occasionally 
there’s a humorous touch such as the 
pool table or excellent Pac Man 
homage! In any case, the graphics 
engine is undoubtedly one of the 
game’s strongest features and ranks 
among best yet seen on N64. The 
sprawling explosions, cute vehicles 
and mirror-finish robot are impressive 
enough, but only over time do you 
truly appreciate Rare’s brilliance. 

Although the game camera rotates 
and zooms as we’ve come to expect 


TViwnderfist 

Destructiveness: 4 
Speed: 4 
Handling: 3 

This huge silvery robot is one of 
the most spectacular-looking 
vehicles, and somersaulting 
through a long line of buildings is 
brilliant fun, but it doesn’t appear 
that often. 

Action Button: Attack 
Somersault (when running). 



\ 


from N64 games, its range of 
movement is surprisingly limited: never 
too close or too far. Only when an 
unexpected move hurls a vehicle up 
close or during an end-game replay do 
you realise the incredible detail. 

The intricate polygon design, 
realistically weathered texture maps 
and gleaming light-sourcing are quite 
astonishing. Then there’s animation, 
the way vehicles rock on their 
suspension, wheels accurately turning 
to reflect your steering and even a 
gorgeous speed-blur effect. 

Accompanying these visual 
splendours is one of the N64’s best 
soundtracks to date. Background 
music ranges from amusing country & 


western to rock guitar solos, mixed 
high or low against the sound 
effects according to your choice. 
Speaker-shuddering explosions, 
realistic engine drones, screaming 
tyres and comedy touches such 
as the Seventies ‘wah-wah’ horn 
on the Starsky & Hutch car make 
for a rich sonic experience. 


Final Countdown 


Overall, Blast Corps is a riotous 
arcade experience structured to 
provide massive, total 
addiction. The ‘just-one-more- 
go’ syndrome is impossible to 
resist, burning up midnight 


Your man sprints from the Ballistix 
bike at the start of the fiendishly 
TOUGH Oyster Harbour. Dropping the 
TNT AT lUST THE RIGHT SPOT IS CRITICAL 
TO SUCCESS ON THE GAME’S MOST 


COMPLEX CHALLENGE. 


Bdllistd 

Destructiveness: 4 
Speed: 5 
Handling: 3 

The bastard offspring of a Tron lightcycle and a 
Hell’s Angel chopper, this is the only vehicle with a conventional 
weapon: short-range rockets. At short to medium distances, the 
effectiveness of a rapid-fire rocket barrage Is devastating, but watch 
your ammo! Most levels scatter around Ballista’s ammo boxes, 
demanding plenty of exploration. Unfortunately, while Ballista Is 
extremely fast Its steering is on the twitchy side. Overall a fun, if nervy little 
beast. 

Action Button: Fire rocket. 



Secondly, at an off-site 
presentation they ran 
Killer Instinct on 
standard Williams coin-op 
hardware, using SGI pre¬ 
rendered graphics to convince 
journalists Nintendo had an N64 
chipset years before they actually 
did. 

Rare’s importance to Nintendo 
was finally sealed in 1995 with a 
partial take-over. The Stamper 
brothers hardly needed the money, 
Tim Stamper was driving a 
Lamborghini In 1988, but 
investment was needed to expand 
the company’s operations. Lavish 
Rareware recruitment ads soon 
becoming a constant in trade 
magazines. 

Famously, Nintendo has built a 
world empire on Inoffensive 
children’s’ games engineered to such 
divine levels of playability as to addict 
anyone. By contrast. Rare has always 
been fond of a high body count. When 
Sega’s Sonic was tapping his 
sneakered paws for teen appeal. Rare 
responded with Battletoads, a scuzzy 
bunch of wise-cracking, ultra-violent 
American amphibians. In this game, the 
token female wasn’t some bland princess 
pleading for rescue, but instead a leather 
clad domlnatrix embarked on world 
domination. 

This very British sensibility was 
inevitably muted for Nintendo’s Donkey 
Kong Country series, which deftly blends 
Super Mario World*s platforming format 
with Rare’s unique graphic wizardry. Killer 
Instinct is much more to the company’s 
tastes, even if a lack of beat-’em-up 
experience does show. However, Blast 
Corps Is the company’s first project 
programmed from the ground up for N64 
and its brilliance further raises expectations 
for what’s to come. 

Donkey Kong Country 64 Is something of 
an open secret, possibly due for unveiling at 
the Atlanta E3 and a late ’97 release. Another 
secret project Is Dream, a 128MBit action 
game rumoured to be the N64 game for 
1997, allegedly overshadowing even 
Star Fox 64. 

One Rare game which has been 
announced Is Goldeneye 007, the 
company’s take on the ultra-violent 
Doom/Quake. This first-person shoot- 
em-up boasts polygon enemies 
texture-mapped with actors’ faces 
from the movie. The combination 
of the UK’s most famous movie 
franchise with its most legendary 
software house should make for a 
stunning game. A Rareware Major/' \ 
Onatop, now that’s something to i ) 


look forward to... 
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A POOL TABLE PROVIDES THE SETTING FOR 
THIS EXPLOSIVE SUB-GAME. 


Summing up: 

Original, totally addictive and 

BRILLIANTLY PRESENTED. PLENTY OF 
CHALLENGE FOR HIGH SCORE FANATICS. 


Power-slides and bull dozers make 

FOR A FUN PAC-MAN HOMAGE. 


L: Action 
button 


R: Action 
button 


A: Action 
button 


B: Action 
button 


Z: Exit 
Vehicle 


SOME BRILLIANT ACTION. 


Yellow Up: Zoom in • Yellow Right: Rotate 
anti clockwise view • Yellow Left: Rotate 
clockwise view • Yellow Down: Zoom out 


D-Pad: Not 
used 


The Moon’s low gravity makes for 


64 


THE 

BOTTOM 

UNE 


The Space Shuttle provides a 

SPECTACULAR LINK TO LATER LEVELS. 


The Space Shuttle turns in for its final approach. As the sexy radio operator reels off the 
Shuttle’s altitude, your runway clearance efforts seem sadly lack lustre. Time to panic! 


Keys 










hours in a frantic rush to uncover yet 
more bonuses and vehicles. After a 
week or so of late nights. I’ve no doubt 
it’s the N64 ’s most addictive game to 
date - simply touching the N64 
controller usually ends up with dozens 
of attempts to better this score or 
uncover that secret. The audio-visual 
presentation also does the N64 proud, 
in a game which reminds you of a time 
when innovation rather than genre- 
clones dominated the charts. 

The only serious criticism is that it’s 


finish most of them in a week or less, 
after which the game’s focus switches to 
earning Gold Medals - a bit of 
exploration, a lot of speed trials and 
other sub-games. Most people will see 
almost everything within a fortnight after 
which the Platinum level requires 
superhuman effort rerunning earlier 
levels faster and faster. 

Blast Corps is outrageous good fun, 
but like most good things doesn’t last as 
long as you might want. Roll on the 
military-themed sequel, In the meantime 


:^«/9 


Backlash gets the treatment many 

NOVICES THINK ITS HANDLING DESERVES! 


Blast Corps is outrageous good fun! 


perhaps a bit too addictive. All those 
easy levels certainly get you hooked, 
and contain lots of secrets for later on, 
but the Missile Carrier tasks make you 
sweat only toward the end. You can 


I think I’ll have another crack at a few 
more Platinum times. I know I can do it! 

Blast Corps was supplied by Wild 
Imports. To order the game now 
call (01908) 640040. Iv 


Sideswipe 

Destructiveness: 5 
Speed: 4 
Handling: 3 

A stunningly realistic vehicle when 
seen up close, but this very 
realism can make it tricky to 

handle with the small driver’s cabin and long main body requiring precise 
control when navigating narrow streets. That long body contains two massive 
hydraulic rams which shoot out left and right. When one ram hits something, 
both stop moving so take out two buildings you need to be precisely In the 
middle. To further complicate things, hydraulic power is limited and will run 
down unless you collect special power-ups. 

All in all, a fun and original vehicle but aside from a few spectacular 
appearances a supporting player rather than a star. 

Action Button: Hydraulic ram double assault. 


Combos 


Rating 


I Graphics 


lAwcfio _ 

NiNiNiRi 

Gomeploy 


if^ji ii^|8 

Lasting Challenge 
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PRICE! CHOICE! QUALITY! SERVICE! 


THESE HAVE MADE US BRITAIN'S LARGEST 
MAIL ORDER SUPPLIER OF COMPUTER GAMES! 


A DIVISION OF INTtRACTIVt COMMMRCIAL KNTtRPRISMS LTD 



THE WORLD'S MOST POWERFUL 
CONSOLES AT BRITAIN'S PRICES! 

y-^ PR/CES INCLUDE FREE 48hr DELIVERY TO MOST AREAS IN THE UK >-\ 

ONBEATABLE SERVICE OUARANTEE All mochinos bouahl fror!; 
Gamoplov aro fully guarantood by Nintendo and wo offor full offor solos 
support. Unliko somo of our compotitors, wo only soil official UK consolos 
bockod up by gonuino British worrantios. If your mochino dovolops a fault 
within tho guarantoo poriod, wo aro tho ONLY mail ordor company who will 
COLLECT IT FROM YOUR DOOR AND REPLACE IT FREE 6 f CHARGE!! 


Mnlonclo 64 Conoolo 
Mnloncio 64 Conool# 
Mnlonclo 64 Conoolo 
Mnlonclo 64 Conoolo 
Mnlonclo 64 Conoolo 
Mnlonclo 64 Conoolo 
Mnlonclo 64 Conoolo 


^ 1 MB Montovy CcoxI X239.99 

+ SiiporMcolo64 _JE277.99 

-I-HFA64 .X264.99 

-•-PEofWlngo64 .X274.99 

-I-Shadows o/rBnpiro £274.99 
-I-TbroklhoDInoociur X279.99 
-k Wavo Rooor .X274.99 


SAVE EVEN MORE WHEN YOU BUY THE FOLLOWING AT 
THE SAME TIME AS A MEW NINTENDO 641 

Gamostor Stooring Whool .£59.99 

256KB Momory Cord .£9.99 

1 MB Momo^tard .£14.99 

ROB/S-VHS Scatl Cablo .£5.99 

Carry Cos# .£11.99 

PLUS GET £ 1.50 OFF EVERY GAME BOUGHT AT THE 
SAME TIME AS YOUR BRAND NEW NINTENDO 641 ! 



Shadows of the Empire ..£49.99 



PlfASf NOn THAT THt DATtS QUOTtD HOlt AM STMCTIY MOVISfOMAl AMD CHAMOtS MAY OCCUH 


AttackI.August 

Blast Corps .August 

Biofreaks.November 

Centipede X .September 

Clayfighter .Autumn 

Doom 64 .August 

Goldeneye 007 .July 

Int Superstar Soccer 64 .May 


I Turok Dinosaur Hunter...£54.99 Wave Race 64.£46.99 

MANY MORE GAMES ON THE WAY! CALL FOR LATEST DETAILS! 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAYI 


Joust X.July 

Killer Instinct Gold.July 

Legend of Zelda 64 .October 

Mario Kart 64 .June 

Quake 64 .October 

Robotech: Crystal Dreams .November 

Silicon Valley.June 

Starfox 64 .August 






ActuaGolf. 

“ ActuaSoccm. 

Aooas Power Soccer .. 


Auin Trilogy.£28.99 

ItOKEN SWORO.£34.99 

Bumle Bobsle & Rainbow Island.£25.99 

SustAMove 2.£24.99 

CoMiMANo & Conquer.£37.99 

^ Cool Boarders.£34.99 

Crash Bandicoot.£38.99 

Dark Forces.£35.99 

OiSTiucTioN Derby 2.£38.99 

I Die Hard Trilogy.£35.99 

■■ Du Haro Trilogy & Clw.£58.99 

: Doom.£27.99 

Exhumed.£33.99 

Final Doom.£32.99 

FIFA '97.£35.99 

Formula 1.£38.99 

Inhrnational Motocross.£35.99 

JiTtiDER.£34.99 

Legacy of Kain.£36.99 

Micro AMcmines 3.£35.99 


SONY PLAYSTATION 


PLAYSTATION A NNwMr Cm* A ixim Orcumi Pm .Jei42.99 

PLAYSTATION A Doom .^146.99 

PLAYHATION A Tom Ram ot NFA '97 .Jei49.99 

PLAYHATION A tmmmr § m . .^151.99 

PUTHATION A Fomuu 1 oi Tmom S .^154.99 

PLAYHATION A Da Ham Tauwr A Rm .JE173.99 

PLAYSTATION A fom Cm Rw.Sl 79.99 

PUrnATION A Tom Ram ^ Tnmmnamk 

4 WoM> CuF Qou 4 ROt ScA«r •f Unrn Pad .£199.99 

1Mb Memory Card.just £14.99 

8Mb Memory Card.just £24.99 

Cyclone or Saitek Pad.just £12.99 

AAad Catz/Gamester Steering Wheel.just £62.99 

£34 99 On-Sioc Soccer.£33.99 

£24 99 Panoeaaonium.£34.99 

£22 99 PPA Soccer.£35.99 

- Player Manager 2.£35.99 

Resident Evil.£36.99 

Ridge Racer.£18.99 

Ridge Racer Rcvolutk>n.£36.99 

Road Rash.£22.99 

Soviet Strike.£36.99 

Streetfigmter Alpha 2.£32.99 

Suikooin.£35.99 

Tekken.£18.99 

Tekken2.£39.99 

Thunoerhawk 2.£17.99 

Tomb Raider.£35.99 

Twisted Metal 2.£34.99 

ViooRY Boxing.£35.99 

Warhammer: Shadow of Horned Rat.£35.99 

Wing Commander 4.£37.99 

Wipeout.£18.99 

Wipeout 2097.£38.99 

Worms.£23.99 

X Com: Terror From The Deep.£31.99 


SEGA SATURN 



3D Lemmings .£24 

Actua Oolf ..C32.9 

Alien Triloot.£27.9 

Athlete Kings.£32 9 

Burble Bobble & Rainbow Island.£24 9 

BustAA4ovi2 .£25 9 

Command A Conquer.£37.9 

Crimewave.£35 9 

Dark Saviour .£33.9 

Daytona Raono.£17.9 

.£39.9 

. £36.9 

.£32.9 


A Raono. 

Dahona USA: CCI.. 


Doom.£29.' 

Euro 96 £20 

Erhumeo £34 

FIFA Soccer '97.£35. 

Fiohtino Vipers.£27. 

Guncriffon.£24. 

Hardcore 4X4.£32. 

Legend of Thor (Story of Thor 2).£29. 

ManxH.£35. 

NBA ACTION.£24. 

Need for Speed.£24. 

Nights into Dieaaas i Analogue Pad.£50. 

PGA Tour Golf '97.£36 

Road Rash.£23.' 

Sega Acts.£33.' 

Sega Rally.£24.' 

Seda Worldwide Soccer '97.£29.' 

Sim City 2000 £36. 

Sonic 3D.£3S.' 

SPAa Hulk.£23.< 

Thunderhawk 2.£17.' 

Tomb Raider.£3S.' 

ViRTUA Cop 2.£35.' 

ViRTUA Fighter 2 £2B.' 

ViRTUA Fiohter Kidz.£26.' 


jflnfencfo VIRTUAL BOY 
Original RRP £199.99 MOW ONLY £49.99 

VIRTUAL BOY gamut all /us# £14.99 eofcli. Choosu fromi 

Mario Clash, Panic Bomber, Virtual Boy Golf, Galactic Pinball, 
Red Alarm, Teleroboxer, Vertical Force & Warlo Land 


0113 234 0444 

SALES NOTLENES 

0113 234 0999 

TECHNECAL SUWPOEtT 

0113 234 0446 

CUSTOMER SEEtVECES 


ACCESSORIES 



Logic 3 Su ms a d Plus Shark Arcadb Stkk 

OfeoAL N»fTe400 64 Spare Controubi • 
DiGfTAL AND ANALOGUE CONTROL, 6 F«E 
BL/TTONS, 2 SHCXADBt BLfTTONS, TnGGBT 
CONTROL .£29.99 

Logic 3 Sljperpad Plus - Rbuca of ofroal 

NlNTe^OO CONTROUa, ALSO WITH ALfTO-FaE 
AND Slow AAOnON features and MEMORY 
card SLOT .£24.99 

JoYPAD ExTENoa Cabu • 1 .5m extension 
l£AD. AHACHES to AU. CONTROLLERS . £8.99 

Shark Arcade Stick - Arcade-style joystick 
wnH Auto-foe and Slow aaotion features 
plus memory card slot. 5 FOE BUTTONS, 
ANALOGUE AND OtGITAL OOECTIONAL CONTROLS 
AND t>nBICHANG£AfllE JOYSTICK _£39.99 

RGB ScART Cable - U^roves pioure and 
SOUND quality WHe4 connected to a SCART 
R«»>UT ON your TV .£9.99 

S-VHS ScART Cable - Evbm hk>« quality 
THAN THE RGB SCART BUT REQLNRES SVHS 
COMPATIBIE TV OR VOEO. £9.99 

Hi-R Audio Lead - Phono cxitfut lead to 
Aaow you to connect your Nmib^oo 64 
to your Hi-R Speakbg for amaong sound 
quality .£9.99 

Nintendo 256KB Memory Card - Allows 

YCXJ TO SAVE YOUR HK5H SCORES, GAME 
POSITION, RBIAYS, ETC. WORKS WITH ALL 

Nintendo 64 gaa^ vabch have a save 
OPTION. Slots ^fTO the control pad for ease 
OF USE.£16.99 



Datel 1MB Memory Card - Works n the 

SAME WAY AS THE OFFICIAL MEMORY CARD BUT 
HAS 4 TV^ THE A^AORY.£16.99 

Datb. 'N64 Mega' Memory Card - A 
WHOPP»4G 5 Meg storage capaoty mares 
THB 20 T1A« BIGGa THAN THE OFFIOAL 
MEMORY CARD. RaI LEO OISPIAY RsOCATES 
CURRENT POAGE AND DATA STATUS . . .£27.99 

Game Killer 64 - Packed with cheats for 

ALL THE LATEST N64 GAMES MOLONG MaKO 
64, PlOTWMGS, Wave Racbl, AAarkd Kart 
64, Crlrsrm USA, Shadows of the Ea^«e 
AND Kkl« Instimct Gold.£26.99 

Standard Carry Case .£13.99 

Dbuxe Carry Case - BiGGet THAN the 
standard case and stud«. Ideal for 

CARRYRMG YOUR MACHRC, PAD AND GAMES 
AROUND.£22.99 


GAMESTER STEERING 
WHEEL 

COMES COMPLETE WITH WORKING 
GEARSTICK AND FOOT PEDALS. 

Suitable for use with almost 

ALL DRIVING AND FLIGHT GAMES 


£ 62.99 asth 





PLEASE RING 10 CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK A SOME GAMES MAY NOT HAVE BEEN RELEASED AT TIME OF PUBLICATION 


0 SAlfS ifNfS OPfNt 

MON-FRI 9am • 8pm 
SATURDAY 10am • 7pm 
SUNDAY lOom - 4pm 

FTINO OVIM&f UrCMAWOf POUCY 

LX IF YC5u are UNHAPPY WITH YOUR 
’ PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHEft ITEM.fTHIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

0 ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CA^H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 

’TOUB STATUTOBY RIGHTS ARI NOT AFFiCTf D 


IZ 

0 

0 

0 


OffDIt WITH CONFIDINCff FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 600,000 SOFTWARE 
ITEMS SUPPLIED SO fAR! 


_OP 

_TO U K. MAINLAND. WE 

PROVIDE THE PAfTBfT DELIVERY 
SERVICE AROUND: 1 -3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
- - next DAY 



QUE) I _ 

ORDERS PLACED 


SENDING A CHEQ 

DELIVERY from!_ 

BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

I •••'1 OF rmM AVJULAOLM. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR SEGA SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONIT IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUO 
CMOir CAPO WIU MOT AM 
Ofonvo UMYtL YOUP OPPKP 
It DttPAT€MtPt 


Cut out this order form and post to: 

QAMffUY,Um 31 AVBMB&WAUC 
N 0 R!HSTRSr,UB»^IS 71 AH 


Item description 


Price 


Name:.Customer No (i» .mown): . 

Address:. 


POUODI ii ran ter ol DomM s^)p•d wilhm tf«t U.K. 
Optional N£nQ 4 YDtUVE«Y oMitebte £4 00 ter IR 
Ham piut C 1.00 ter MditubMqiMnl ilam 
OvortMM poateot • £2.50 par loJtwara *m 


Postcode :.Signature :. 

TEL:.......;Xj».y. Fax:.. 

Cash Cheque □ Postal Order □ CardQ H S ^ B 

No.'( 3 ixiin[ 3 ^nnnnnpniinQi^ Expiry OATEnn/tiin i^ue^no. □□ 


p&p 

TOTAL 


Cheques payable to 'Gameplay'. 

Pricaa corrocl at lima of going to pratt. E & OE. 
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Review 


I $64, 000 

i Question 



O Analogue control works well. 

O No REAL 64-bit technology 
EXPLOITED. 

O Just a beefed up Super NES game. 


N 

TO 

bi) 

TO 

E 


Low ON FUEL AND DESPERATELY HEADING FOR THE PITS YOU 
ARE SUDDENLY SHUNTED OFF ONTO THE GRASS. 




Hurtling down the back straight you 

COME ACROSS A BACK MARKER WITH A 
BLOWN ENGINE. 


MACtm£S£Wm. 





The varying weather conditions are well handled and 

ENHANCE THE FEELING OF PUSHING YOUR CAR TO THE LIMIT. 


CONE VIEW LETS YOU SEE MORE OF THE ACTION. 
FLAMES CURLING OUT OF THE PASSING FERRARI. 


This game offers you plenty of 

CHANCES TO TUNE AND ALTER THE 
HANDLING OF YOUR CAR. ThE MENUS ARE A 
BIT BLAND THOUGH. 


01 m 



Q 


There's something deeply 
satisfying about getting a 
new Formula 1 game during 
the current racing season. All of a 
sudden instead of it being merely a 
spectator sport you can get into the 
cramped cockpit of a Williams, Ferrari 
or Jordan and have a go yourself. And 
all this without the threat of having 
your limbs separated from your body 
and then set on fire if you crash! 

A conversion of Human’s solid 
Super NES title, Human GP boasts an 
impressive set of opening features 
and enough realism to keep any Fi fan 
happy. Suffice to say the developers 
have left nothing out of this 


The N64 ’s first serious driving game (if you don’t count Me 


HUM/ 


Ninformotion 




s 



Publisher: 

Human Oapan) 

Gome Type: 

Racing 

Releose Dote: Out Now(lmport) 

j Developer: 

Human 

Version Reviewed: 

Japanese 

Price: T^-99 


simulation, and it certainly more 
satisfying in the long run than say, FIA 
Formula 1 on the PlayStation. 


Hamon Dill 

First off this is not an officially 
licenced game and that means no real 
names, teams or sponsors. This opens 
up a bit of an inconsistency though 
because whereas you have 
complicated car adjustments, a choice 


Memory 

Options 




Memory: 

Keeps note of your 

POINTS IN THE 
CHAMPIONSHIP. 

Controller Pak: 

Allows you to record 
ALL car settings AND 
DRIVER NAMES. 


of full race options, and some of the 
best looking Fi cars on any system, 
you find yourself riding as Hamon Dill 
and passing advertising hoardings for 
Formula lager and Shall oil. It kind of 
makes a mockery of what is supposed 
to be a serious simulation. Fortunately, 
you can edit all driver names on the 
front menu, and there’s also a Contract 
mode which Is used to swap drivers 
and teams. Theoretically this means 
you can keep the game topical 
for many years - another first 
for Human. 

Graphically, Human GP is 
adequate, but not state-of-the- 
art, in fact were it not for the 
smoothed ground textures. It 
could easily be mistaken for 
the PlayStation game. The cars 


are highly detailed though, and you 
get six different views, from right on 
the tarmac, to the cockpit, nose cone 
and then varying angles above. 
Although authentic, the cockpit mode 
turns out to be Impractical because 
you simply cannot see far enough 
ahead. 

Clever features include a ‘real’ mode 
for damage and retirements, so that 
during a long haul race you will see 
cars laid up by the track, engines blow 
as you overtake, and many different 
complications such as gearbox trouble 
and blown tyres. This makes for an 
atmospheric and realistic race. 


especially a? the artificial intelligence 
means that front runners, as well as 
lowly back markers, can succumb to 



Watch the lights - it’s go. go. go! 
Perfecting your speed starts is 

ESSENTIAL IF YOU DON’T WANT A PILE-UPf 


Human GP is essentially a 
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In a spin! 

• Due to the stilted driving 

^ MODELOFHuM4/v6P, YOU WILL 
M RARELY SPIN YOUR CAR 

I THROUGH 360°. When it does, 
■ THE SEQUENCE APPEARS TO BE 
I PRE-DEFINED AND NOT RUNNING 
I IN REAL TIME. 


art), but is it chequered flag or pit lane explosion? 



disaster. There is also changeable 
weather conditions which makes 
every race completely unpredictable. 

SiCHAEL MCHUMACHER 

But of course because Human GP is 
essentially a glorified Super NES 
game there are a few major omissions 
which would have made it a 
substantially better game. For a start 
there are no crashes. The most you 
get is a sort of juddering sensation 
when contact is made, but no wheels 
come off and the cars cannot flip, and 
so you develop a cavalier, bumper car 
attitude to each race. 

The car handling is also a little 
suspect, with no real ability to spin 


the car using your own skill rather 
than simply taking a corner too fast, 
and you soon begin to note that two 
‘squeals* means you are about to do a 
360. Rarely do you feel as if the car is 
under your complete control. 

The speech is also truly awful. As 
there is no CD to stream some decent 
quality audio from, we are instead 
treated to garbled samples which 
wouldn’t sound out of place on a ZX 
Spectrum. Still, at least there is some 
form of pits communication... 

Human GP is an impressive piece of 
software, but you can’t help feeling 
that it was rushed to be one of the 
N64 ’s first games. Instead the 
developers should have polished it 


more and added some real life 
crashes. As it is, this is merely a Super 
NES game with added ‘zing’ and not a 
true next generation experience. Some 
good ideas though. 

Human GP was supplied by the 
Video Games Centre. Call them 
on (01202) 527314. 



ASPECT OF THE GAME, DOES IT? AN OFFICIAL 
LICENCE SHOULD HAVE BEEN GRANTED. 


glorified Super NES game 


HUMAN GP 


THE 
BOTTOM 

UNE 


Keys 


L: Change 
up a gear 


Yellow Up: Change HUD view • Yellow 
Right: Alter viewpoint • Yellow Left: Alter 
viewpoint • Yellow Down: Look behind 



D-Pad: Not 
used 


EJ 


Z: Change 
down a gear 


Combos 


None 


Retting 


Groj^ics 

<iiii«i 


Audio 

«i 


Gomeplciy 


Lcisting Chctlicnge 


uveran 0/ 

m 

Summing up: 

Big on atmosphere, low on 64-bit 
thrills! Still JUST AS GOOD AS THE 
PlayStation’s best though. 
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He started it 

An excellent aspect of Turok is 

I THE WAY YOU CAN SET ENEMIES 
AGAINST EACH OTHER AND THEN 
WATCH THEM FIGHT IT OUT TO THE 

DEATH. Here a raptor has 
ACCIDENTALLY ATTACKED THE BLOKE 
WITH A LASER GUN, WHO IS NOT BEST 
PLEASED, AND THE TWO BEGIN AN 
ALMIGHTY SCRAP. GUESS WHO WINS? 


Deep in the Lost World you encounter 

THESE HUGE KILLER PLANTS, USUALLY 
GUARDING SOME POWER-UPS. GET TOO 
CLOSE AND THEY ATTACK... 


SPECIES THIS CLOSE TOGETHER, AND THEY 
USUALLY END UP FIGHTING EACH OTHER 
BEFORE GETTING AROUND TO YOU. 


Publisher: 

Acclaim 

Gome Type: Shoot-’em-up 

Releose Dote: 

Out Now 

Developer: 

Iguana 

Version Reviewed: European 

Price: 

£69.99 


became extinct. Are we having fun yet? 


Re VIC 




Ninformdtion 


AL reason dinosaurs 


i TUROK’S biggest myj 

\ problem and 

\ overriding failure O 

\ is perfectly described by 
ly Jeff Goldblum’s character 
I in Jurassic Park. “We are 
I going to see some 
I dinosaurs on this dinosaur ^ 
■ tour, right?” For a game so ^ 
m obviously preying on the 
*act that you are going to see some 
pretty impressive monsters, Turok 
Dinosaur Hunter has so few actual in- 
yer-face dinosaurs that you 
will be perfectly within 
your rights to ask for your 
money back under trading 
standards. 

But of course you won’t discover 
this fact until you’ve played it from 
beginning to end using our in-depth 
solution (starting on page 58 folks), 
but be prepared to be 
underwhelmed. The biggest thing 
you’ll see up until the final level is a 
raptor - big deal! Bypass protesters 
are more frightening... 


$64, 000 

Question 


O Graphically stunning, good use 

OF N64 TRICKERY AND MIP-MAPPING. 

O Very fast despite heavy polygon 

USAGE. 

O Apart from graphics, Turok has 
very little that hasn’t BEEN SEEN 
BEFORE. 

O Not enough big objects on¬ 
screen at once - A SHAME. 


INOSAUf 


Memory 

Options 


Memory: 

No INTERNAL SAVE 
WHEN POWER IS 
SWITCHED OFF. 

Controller Pak: 

Essential for saving 
your game at key 

POINTS-GET ONE FOR 

else! 


Grrrrrrr! 

But that’s not to say that Turok, 


Letting loose wit 


initially at least, is not an incredible 
interactive experience. Few games in 
recent memory have such a convincing 
and lifelike game environment, and 
many of the levels are well designed 
and challenging. 

Once past the obvious jungle-fied 
menu system, and comical, but 
ultimately bland rendered sequence, 
you’re into a world of majestic 





















Turok Dinosdur Hunter 


HUNTER 




A CLEVER WAY TO KEEP YOUR LIVES TOPPED UP IS THE INVENTION OF RANDOM WARPS WHICH 
TELEPORT YOU TO SECRET BONUS GAMES. OnCE IN THIS PARALLEL DIMENSION YOU CAN 

COLLECT Life Force points; 100 of which gives you an extra life. Beware though, 
it’s not as easy as all that. To get them all you must navigate logs, swinging 

AXES AND HUNDREDS OF SUSPENDED PLATFORMS. THERE IS ONE WARP PER LEVEL, BUT ITS 
LOCATION VARIES DEPENDING ON TIME. IF YOU HEAR A BIZARRE WHIRRING SOUND, THE 
CHANCES ARE IT’S JUST APPEARED RIGHT NEXT TO YOU. 


peripheral vision. It then bolts for the head. Dropping to the floor you spin 
nearest mile-high tree, before and loose your next bolt which 

disappearing into the distance with catches the native through the side of 

shrieks of alarm. the neck. A look of surprise breaks 

Something roars ahead, but is it across his hardened features as he 



le Chronosepter is like watching the end of the world! 


You’ve got to admit that Turok has the iest atmosphere and game environment on the N 64 . 
The raptors always seem to crop up at the most inconvenient moments. 


splendour which is alive with sights 
and sounds. 

Leaving the dying embers of your 
camp fire you venture into the first 
canyon, gripping your trusty Bowie 
knife and gut-string bow. To your left 


as the mist ahead clears, a monkey 
cocks its head in your direction and 
“coos;” sensing movement in its 


miles away, or hiding in the dense 
foliage ahead? You switch to your bow 
and hold down the trigger to tense up 
an arrow in preparation. Creeping 
forward you make out a shape coming 
towards you. A man. 

Instinctively you let loose an arrow 
but it misses, and still he comes, 
breaking into a run now and yelling 
with it. Fumbling with your weapon 
you whirl around and look for cover - 
that bush - you can make it. Shots 
ring out and bullets whizz past your 


TAKE 


Having slaughtered a local tribe, you t 

TO THEIR SHU TWITCHING BODIES WITH YOUR 

CHAiNGUN. Note the brain matter. Yuk. 


■ m 


The final level of the game goes from 
Jurassic to techno, as androids 
BECOME the common ENEMY. YES IT*S AS 
CRAP AS IT SOUNDS. 


Without a doubt the most impressive enemies to be found wandering the plains are these 
Trkeratops and riders. When you kiu them, the rider gets trapped under its body and is crushed. 


ARE STRATEGICALLY PLACED BEFORE ANY 
MAJOR DANGERS. 


This is a Pur-un and it attacks using its 

OUTSIZED FISTS AND A SPECIAL JUMPING 
EARTHQUAKE MOVE. I DON*T REMEMBER ANY 
OF THESE IN THE NATURAL HISTORY MUSEUNL 
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You're not hunting dinos; 


Review 


KNIFES, AND THE MOST TERRIFYING 
CREATURES IN fURON ARE THESE BLACK 
BEETLES, WHICH MAKE A BLOOD- 
CHILLINGLY SQUEAK JUST BEFORE THEY 
STING YOU. 

realises that a three foot long spurt of 
his own blood is pumping out of the 
hole in his jugular. Fully motion 
captured, he slams both hands over 
the wound to stem the flow but it’s too 
late, and after much convulsing he 
drops to the mossy floor and dies in a 
lake of blood - disappearing 
completely moments later. 

Bronto Bungle 

This is just one of the life and death 
encounters you will face in the initial 
stages of Turok, and it’s made all the 
more frantic by the fact that you have 
such primitive weapons. To survive the 
legions of tribesmen and more than a 
few blood-thirsty raptors, you quickly 
need bigger and better guns. 

Luckily Turok delivers, but 
thankfully your progression to the next 
weapon is carefully planned, with 
some not appearing until right at the 
end of the game, and this means you 
are always aware that you’re mortal, 
and one stray bullet or rockfall could 
end your adventure. 

After your initial two you quickly 


Jumping between platforms like this 

IS A CONSTANT HASSLE IN TUROK AND 
NOT SUITED TO A FIRST PERSON 
PERSPECTIVE GAME. TO GET ACROSS YOU 
MUST USE THE OVERLAID MAP TO JUDGE 
THE DISTANCES. 


find a pistol (nice recoil, but Arnie 
wouldn’t be seen dead with it), and 
then the more impressive super 
shotgun, which has a rotating 
cartridge chamber for rapid fire. 
Curiously though you find this before 
the normal shotgun, which kind of 
makes the latter redundant. 

Other choice ‘finds’ include the 
brutal chain gun, which unlike the 
effort in Doom, actually has a rotating 
barrel which slowly loses momentum 
after firing and boasts a great ‘ziiing’ 
sound effect. Think of that tobacco 
chewing guy in the film. Predator, and 
you’ll know exactly what to expect. 

The rail gun from Eraser is also a 
brutal armament, along with the 
grenade launcher, nuclear hand 
weapon, laser gun and of course the 
Chronosepter, which can only be used 
once you have found all its pieces 
scattered through Turok*s eight levels. 
This is a clever sub-plot, and also a 
satisfying one, because letting loose 
with the Chronosepter is like watching 
the end of the world! 

Generally all the weapons in this 


Battles take place in the water as well as on land. This Leaper was hiding in the secret 

CHAMBER ON THE CITY LEVEL. NOTE THE TASTEFUL BLOOD SPLAT AND SPRAY OF WATER. 



Where's yer tool? 


Turok has 14 weapons scattered around the landscape for you 
TO FIND. More often than not, new ‘big boys’ can only be found in 

SECRET ROOMS OR ATOP IMPOSSIBLY HIGH GORGES. YOU START OFF WITH 
THE KNIFE AND ARROWS, AND THE MIGHTY CHRONOSEPTER CAN ONLY BE 
USED ONCE YOU HAVE FOUND ALL THE PIECES. 


Knife Pistol 

[1] Why bother? This little pointy (3] A cute Magnum affair with a 


THING IS ONLY GOOD FOR PICKING 
THE WEEVILS OUT OF BISCUITS. 

Arrows 

[2] Come in normal and ‘Tek’ 

FLAVOURS (more POWERFUL) AND 
ARE GREAT FOR PICKING OFF DISTANT 
TARGETS SILENTLY. 


NICE RECOIL ACTION AND DECENT 
STOPPING POWER. NOT GOOD FOR 


BIG DINOSAURS THOUGH. 


Shotgun 

[4] A MEATY WEAPON WHICH TAKES 
OUT ANYTHING UP CLOSE, BUT IT HAS 
AN ANNOYINGLY LONG LOADING TIME. 


Automatic Shotgun 

[51 Far more fun than the standard 

MODEL, THIS ROTATING SUCKER LOADS 
ITSELF AFTER EACH SHOT. COMES WITH 
EXPLOSIVES BULLETS TOO! 


Assault rifle 

[6] Or the Arabs favourite, the 
AK*47. Fires a stream of bullets 

IN SHORT BURSTS OF THREE OR FOUR. 
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Blood 'n' Guts 

Turok caters for both the blood-thirsty nutters and the more squeamish. 
^ There is an option in the game to have the blood that spews forth from every 

m ENEMY ORIFICE IN EITHER RED, GREEN OR NOT AT ALL. ThAT SHOULD KEEP ANXIOUS 
H PARENTS FROM PROTESTING ABOUT THE GAME’S VIOLENT CONTENT. 


t all, they just get in the way! 


silent weapons, but this inevitably 
leads to some trouser-filling moments 
in dark tunnels and is recommended 
for people with iron bowels or large 
dry-cleaning budgets. 

Take control 

The control system is unique to Turok, 
but there’s no doubt that it will be 
copiously copied. You basically use 
the four yellow arrow buttons on the 
pad to move forward and back, and 
left/right strafe, and the analogue 
stick acts as your line of sight. This 
means you can be running forward, 
but shooting to the side, and you can 
use it look for hidden ledges and 
objects in all directions. A similar 
system is used in Mario 64 when you 
are in the closest zoom mode. 

It takes a bit of getting used to, but 
it totally revolutionises this style of 
game in the same way that the mouse 
is the best way to play Quake on the 
PC. Once again this control method 
proves that the Nintendo 64 control 
pad is the cleverest invention Nintendo 
has ever created. So much so that 
Sony has copied It with their double 
analogue pad. 

Eye CANDY 

Graphically, Turok is fabulous, and 
you’d be hard pressed to find anything 
that doesn’t gob-smack your average 
PlayStation or Saturn owner. But if it 
didn’t then you’d be worried - this is a 
64-bit console after all, and so you’ve 
got to expect that it will look, sound 
and perform better than anything else. 

The thousands of colours on-screen 
at once help to make this the best 
looking N64 game yet. A subtle 
masterpiece compared to the brash 


primary colours of Mario and Wave 
Race. Even Shadows of the Empire 
looks dull after Turok. 

There are also plenty of clever 

touches which distinguish 
the game as the most 
accomplished Doom variant 
^ yet. Look up and the sun 


Pause for a laugh as this 

UNFORTUNATE HUNTER GETS RIPPED TO 
SHREDS BY A WAYWARD RAPTOR. 


causes you to squint and produce lens 
flare. Waterfalls plunge to the plateau 
floor and cause vast clouds of water 
vapour. Gaze Into a pool and you can 
actually see oxygen bubbles rising to 




TUmok is full of clever ideas and 

RULISTIC TOUCHES. MOVE THE ANALOGUE 
STICK UP TO THE SUN AND YOU SQUINT AT 
THE SUDDEN BRIGHTNESS, WITH LENS 
FURE KICKING IN AS WELL * 


game are conversation pieces in 
themselves, and put those in all other 
3-D shoot-’em-ups to shame. 
Pyrotechnic delights await those with 
itchy trigger fingers and the Nintendo 
is stretched to its limits in creating 
showers of colour and ear-splitting 
explosions. Yes you will be amazed. 

Ammo-nitrate 

Ammunition, or rather the lack of it. Is 
a key factor in Turok and one that 
adds much of the tension. As in Doom, 
Quake and Duke Nukem, 3-D shoot- 
’em-ups thrive on recreating the 
feeling of you being low on ammo but 
still caught between a piece of granite 
and a hard place. 

A great portion of your time playing 
Turok will be spent swearing 
profusely, looking for more bullets and 
blindly running into a group of the 
enemy shouting “C’mon - you want 
some of this motherfucker!” Before 
inevitably becoming the lunch of 
something with more teeth than the 
BeeGees. 

Alternatively you can spend your 
time sneaking around using only 




Grenade launcher 

|7l Looking like the shoulder- 
mounted LASER IN Predator, this 

FIRES GRENADES OVER GREAT 
DISTANCES. A GOOD BOOBY TRAP 


Pulse Rifle 

[8] Basically this is a laser gun 

WHICH FIRES SHORT BURSTS OF 


ENERGY. It is QUICKER AND MORE 
RELIABLE THAN THE ASSAULT 

Rifle. 

Mini Gun 

19 ] Arnie uses it in T2, and so 

DOES THAT TOBACCO-CHEWING GUY 

IN Predator. The Mini Gun is an 

AWESOMELY DESTRUCTIVE WEAPON. 

Cool too. 


Alien Weapon 

llO] Essentially this is the 
hyper-cool Rain Gun from the 
FILM Eraser. It fires green rings 
of energy which then explode. 

Quad rocket launcher 

(11) When it eventually opens 

THIS WEAPON LAUNCHES FOUR 
MISSILES WHICH SPIN TO THEIR 


TARGETS WITH DEADLY ACCURACY. 


Particle Accelerator 

[12] Hold down the trigger 

LONGER AND THIS GUN WILL DELIVER 
A BIGGER KICK. BASICALLY IT 
FREEZES AND THEN EXPLODES 


[13] Or the hand-held 
Thermonuclear device. Point this 
AT your enemy’s SIDE OF THE 
PLANET AND THEY’RE IN PIECES, BABY! 

Chronosepter 

[lA] Collect all the pieces 
STREWN throughout THE EIGHT 
LEVELS OF Turok and you’ll have 
THIS UTTER NUTTER OF A GUN. 


Fusion Cannon 
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The dinosaur graveyard appears much 



These mighty Iguanaoons have huge spikes to impale you with, kut later oh they come 

EQUIPPED WITH LASER CANNONS. THAT*S A LEVEL PORTAL GLOWING REHINO SY THE WAY. 


the surface. Stuff like this has never 
been seen before and it is instantly 



captivating. Over eight levels though, 
the originality starts to wane. 

The bad news 

The lack of real dinosaurs is definitely 
a problem because once you’re used 
to coming up against raptors and 
men, there really isn’t anything left. 

On many an occasion the sound 
effects will lead you to believe that 
something truly huge is waiting in the 
antechamber ahead, but then you’ll 
find it empty, or even worse, full of 
those annoying little beetle things. 

Turok desperately needed to have 
more moments like the one in Tomb 
Raider, where you suddenly come 
across a huge T-Rex which thunders 
across the plain to eat you. Surely you 


LATER IN THE GAME AND IS INFESTED WITH 
MAD GIANT DRAGONFLIES (SELOW). 

Another example of the slick graphics. 


should be hiding from such brutes, 
with the artificial intelligence high 
enough so that the hunter 
becomes the hunted! 

Imagine it- * 

legging it up ^ . J 

through caves 4' |||^ 

to avoid a T- 
Rex, and 

then having ^ ^ 
it staring in 
at you while 
you are 
trapped. 

Such 

imagination is 
lacking in Turok 
and it’s a real 
shame because the 
hardware is no longer an 
excuse. 

No IMAGINATION 

You also only ever come up against a 
maximum of three or four enemies. 
What’s the point of having weaponry 
that could slay a continent in one 
blast, if you could kill them all with 



Small mammals must be instantly 

EXTERMINATED BECAUSE THEY HOLD HEALTH 

POINTS. This pig is obviously asking 

FOR IT... 


something as lowly as a bow and 
arrow? And what have these things 
done to you anyway? 

The name “Dinosaur 
^ Hunter” is misleading 

i ^ 


Faces of Death 

These skeletal figures appear in 

THE RUINED CITY LEVEL AND ATTACK 
USING CARVED PIECES OF WOOD AND 
HIGHLY ACCURATE BLOWPIPES. FRANK 
HERE HAS TWO CHILDREN, BUT IT*S 
HIM OR YOU. And you have a big 
GUN... 



Endless fun can be had shooting fresh corpses with explosive rounds and then watching 

THEM ‘DANCE.* 


because you’re not 
^ hunting dinosaurs 

y at all, they just 
^ J get in the way. 
^ ^ It would have 
been a far 
better game if 
humans played 
a very small 
part in it, let 
alone the cyborgs 
that appear at the 
end. Hands up who’s 
tired of shooting robots? 

The game should have been a 
sort of Jurassic Park meets The White 
Buffalo, with you sworn to vanquish a 
huge Tyrannosaur who had slain your 
family. That way you could spend the 


Graphically, 


game tracking down the mamma T- 
Rex until the last level where you’d 
corner it. Honestly, where is the 
imagination these days? 

Another major flaw in Iguana’s 
game is the repetitive nature of the 
levels themselves. Oh sure you are in 
awe of it all for the first couple, but 
then you realise that to increase the 
challenge and the time it takes to 
complete them, the developers have 
thrown in far too many instances 
where you have to jump across to 
raised platforms. 

For Mario this is fine, but a first 
person perspective game such as 
Turok is not designed for such precise 
antics and so it quickly becomes 
incredible annoying as you plunge to 
your death for the hundredth time. In 
real life you can see your feet and 
arms and this sort of thing is not a 
problem, but imagine doing it with no 
arms and then see how many 
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acrobatics you attempt. 

In the end you use the map to 
judge whether you’ve made it or not, 
but this is still a stupid and lazy way 
of filling a game, especially when 
later on the developers really take the 
p*ss by making you leap over to 
moving columns which are 
surrounded by lava. As if it wasn’t 
difficult enough! 

Hunted down 

So far Turok has attained scores of 
95% and even 97%, but this is a lie 
- it is nothing like as inventive as 


iris fabulous... 


Mario 64 and those who claim it 
is simply haven’t played it 
through. 

Although Turok is visually 
impressive and certainly a good 
argument to put to your better half 
for buying an N64, the gameplay 
soon becomes repetitive and any 
clever ideas brought on in the early 
stages make way for mindless 
shooting and maze exploration near 
the end. The last level is utterly 
boring when it should have been 
the most thrilling of all. This stinks 
of a lack of imagination and a desire 
to get the game finished on 
time. A decent game, but one 
that misses the target too 
often. 


Comedy of 
Terrors 



Turok began as a comic back 
in 1954 but it was never a 
commercial success, even 
though it ran for nearly three 
decades. 


Audio 




Gcimeplciy 




lasting Challenge 





Overcill 




The humans in Tukok are fully motion captured and look fantastic up close. You also g 

MOTION slurring ON THE WEAPONS AS THEY SWING THEM VICIOUSLY IN YOUR DIRECTION. 


Having KILLED THE Campaigner AT THE | 

END OF THE GAME. TUROK ESCAPES VIA A 
HANDY LIFT AND TUNNEL ARRANGEMENT. 

You ARE THEN GIVE A CHEAT FOR NEXT TIME. 


m 

Summing up: 

The perfect Nintendo graphical 

SHOWPIECE, BUT SADLY LACKING IN 
IMAGINATION, INNOVATION AND | 

DINOSAURS... Turok 2 BETTER TAKE NOTE. 
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Ve soy: Where are all the dinosaurs? 
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64 


Memory 

^ - • No INTERNAL SAVE. 

UptlOnS Controller Pak: 


Are the glory days of EA’s Sports label well 
and truly dead? 



Save various 

TOURNAMENT 
POSITIONS, CUSTOMISED 
TEAMS AND 
FORMATIONS. 


$64, ood\. 
Question > 



O For heaven’s sake don't let your 
PlayStation-owning friends see 
THIS ONE OR you’ll NEVER HEAR THE 
END OF IT. 

O Jerky player animation and 

CAMERA MOVEMENT. 

O FIFA doesn’t make anywhere near 


FULL USE OF THE MACHINE’S 


© There'S one thing the 
official FIFA licence 
guarantees: authenticity. Not 
only does FIFA 64 feature virtually 
every half-decent international team, 
plus Wales, but it also packs in 
hundreds of club teams from around 
the world. These include your favourite 
Premiership sides (and more), all with 
accurate, up-to-date line-ups and 
player statistics. Motty types will have 
a field day, particularly as you can 
compete in a full league season, 
playoffs (knockout cup), and World 
Cup-style tournament. 

Interestingly enough, John Motson 


is actually here in the stadium to 
provide a decent commentary, 
although surprisingly there’s no 
mention of the players’ names. The 
legendary BBC motormouth Is aided 
by silky Des Lynam and the odd 
comment from Sky Sport’s Andy Gray. 
Talk about a star line-up, EA has 
obviously pulled out all the stops to 
make this just like a real big TV match. 

As well as countless different 
stadium views, including Shoulder and 
Ball Cams, there’s even a picture-in- 
picture option. Meanwhile the crowd 
gets all excited, blowing air-horns and 
drumming away like the Glitter Band. 



An OPPONENT IS PUSHED TO THE 
GROUND, BUT THE NEARBY REF HAS 
SPOTTED IT. 


CAPABILITIES. 

O Not even as good as the turgid 
PlayStation version! 


The graphics are appalling considering tli 



The authentic audio is completed by 
grunts and shouts from the players. 


Telling Jerks 

So the stage is set for a memorable 
game of football. However, as is often 
the case, what looks promising on 
paper turns out to be a dour struggle. 
For a start, the graphics in FIFA 64 
appaling considering the machine’s 
awesome capabilities. 


The motion-captured players look 
okay in close-up, but jerk very 
noticeably from one set animation to 
the next, making their actions look 
very stilted. Incredibly, even the 
camera rotation judders in sympathy- 
what the heck is going on here? 

Maybe it’s a casualty of the picture-ln- 
picture facility, which apart from the 
standard radar setting is all a bit 
pointless and at times obscures the 



Aim the throw-in and hold the button to set the power. These guys can chuck it like a 

SPEEDING BULLET. 


You’re off! This ref won’t stand 

ANY NONSENSE. SO DON’T GET TOO 
AGGRESSIVE. 


If IT’s all square at the end of e 

TIME. THERE’S A PENALTY SHOOT-OUT. 

Just direct your shot as normal. 

























FIFA‘S 



Superbly detailed and smooth player movement 10 

Adjustable standard view is just right; free-cam for replays 9 

No star announcer, but some hilarious phrases 8 

Good build-ups, though goals scored from some very acute angles 7 

Many customisable formations, man marking, instant strategies 10 

Lots of clever little manoeuvres to learn and master 10 

Three different header types, accurately directed 10 

Plenty of options for good free kicks and corners 9 

Much scope for team-play, such as well-timed through-balls and runs 9 

Some real corkers from shots, headers and rounding keeper 9 

In a league of its own for looks and playability 91 


Ball Skills 


36 Totally outclassed in virtually every area 


Animation 


Match View 


Sound 


Realism 


Tactics 


In The Air 


Set Pieces 


Multi-player 


Goals 


OVERALL 


Jerks from one motion capture to the next 


Plenty of views, but most are only useful for replays 


Motty and co commentating, but no player names 


Real teams and player names, but the action is often farcical 


A handful of adjustable formations and strategies 


Surprisingly few moves available, hardly any skill needed 


Usually down to luck whether you win the ball or not 


Hard to aim precisely, so not particularly effective 


Hopelessly confusing, If you can get enough people to play! 


4 


Not much variety, mostly simple power shots inside area 


FIFA 

Vs 

1SS Pro 


FIFA 




Our football pundits analyse F/FA’s.chances against the much-fancied 
opposition of Konami’s International Superstar Soccer Pro (aka J League 
Perfect Striker o n I m po rt). 


ISS Pro 


machine's awesome capabilities 


i 



main action 
annoyingly. And as 
for all those flashy 
match views, the 
game’s unplayable In most of them, 
while the tiny players look worse on 
the more usable ones. 

The various views do come In handy 
for action replays of goals, but most of 
the latter will look very similar. The 
standard scoring technique is a 
powerful shot from inside the area. As 
long as you get it on target. It’ll usually 
beat the keeper without the need for 
any swerve. Dubious goalie Intelligence 


The close-up views show the polygon players off. They may look okay static, but they n 

STUPIDLY. 



Using the Free Cam on the instant 

REPLAY, YOU CAN WATCH EVENTS FROM 
THE ANGLE AND DISTANCE OF YOUR CHOICE. 


includes not even bothering to come off 
his line to collect a stationary ball near 
the penalty spot. 

Too Predictable 

Creative play isn’t helped by a control 
system which is semi-automatic on the 
lower skill settings, leading to 
frustratingly imprecise passing. Even on 
the Pro setting there’s little scope, or 
need, for Interesting build-ups. It’s far 
trickier to pass it around to create an 
opening, or cross into the box for a 
header, than simply go on a long solo 
run past the unintelligent CPU 
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After hitting the bar, the ball hovers 

IN MIDAIR FOR A SECOND. 


64 


THE 
BOTTOM 

LINE 


R: Swerve 
Shot 


A: Pass/ 
Switch Player 


Yellow Up: Rainbow Kick/Hard Tackle * 
Yellow Right: Not Used * Yellow Down: 
Lob/Slide Tackle • Yellow Left: Speed Up 


D Pad: Not 
used 



Z: fire 


Combos 


L/R + Yellow Up/Down: Change Picture-ln- 
Plcture 

L/R + Yellow Left/Right: Change Main View 


Rating 


Graphics 


One of the N64's worst games. Avoid! 


03 • - 

I Ball Cbm 

I 


direct. Other anomalies include the 
rocket-like throw-ins and goalie throw- 
outs - do these guys have robotic arms 
or what? The only other vaguely flashy 
move is a heel flick, although its 
usefulness isn't apparent. 

Although fast-paced, the result is 
frustratingly shallow, predictable 
action that even a long-suffering 
Arsenal fan would find difficult to 
endure. One soon begins to crave the 
nifty through-balls and one-twos of 
Konami’s /SS Pro, which at least 
encouraged invention and creativity. At 


\TEAM MANAGEMfcki 


S Peacack 

Bank 

1 lobRseR 

Skat Pwr 

C Barlay 

^ Skat Aca 

f labaanf ^ 

^ Spaai 

N NBftias 

Accal 


The team line-ups seem very accurate. 
Chelsea have all their European star 

SIGNINGS. 


Overall 


m 

Summing up: 

A SHOCKING PERFORMANCE. FOOTBALL 
MAY BE A FUNNY OLD GAME. BUT YOU 
won't be laughing if YOU BUY THIS. 


The ball sails through the 

SIDE-NETTING AND, INCREDIBLY, IS 
GIVEN AS A GOAL. 


Review 


Smack! A decent power shot from 

INSIDE THE AREA SHOULD HAVE THE NET 
BULGING. 


Avicfio 




Gomeploy 


Lasting Challenge 


Tackling isn’t easy, but you can nick the ball 


OFF THE OPPONENT IF CLOSE ENOUGH. 


defenders. A human opponent will 
find it just as hard to tackle as you 
zig-zag and hammer the dash button 
to spurt past. The main alternative is to 
whack a long ball forward for your 
striker to chase (again using the dash). 

As for headers, they're virtually 
impossible to connect, never mind 


the end of the day, FIFA 64 may have 
all the real players and some TV-style 
gimmicks, but it doesn't play a decent 
game of football and is one of the 
N64 's worst games. Avoid. 

FIFA 64 was supplied by the Video 
Game Centre - contact them now 
for a copy on (01202) 527314. 


Keys 


Quick! call Scully 
and Mulder! 

This bizarre bug goal actually occurred 

DURING A MATCH AGAINST THE CPU - NO 
CAMERA TRICKS WERE USED! 


ta Ball Cam 

• __ _'■ 


The striker connects with a powerful 


02:5P. 1 ^ . 
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Plattie smashes another into the back 

OF THE NET FOR THE GUNNERS. THE PICTURE- 
IN-PICTURE IS DISPLAYING THE RADAR. 
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NBA HANG TIME 

[NinformcJtion ^ 


0®©0ill ® i 


Publisher: 

Developer: 


Midway Gome Type: 
Midway Version Reviewed: 


Sports Release DoteiOut Now (import) 

USA Price: £79-99 


$64, ooo\,^ 
Question 

Oa near-identical conversion of 

THE COIN-OP. 

© But so it should be, it’s not 

EXACTLY GROUND-BREAKING STUFF. 

O Could easily be done on other 

MACHINES: THE SUPER NES VERSION 
PLAYS MUCH THE SAME. 

O So OLD HAT, it’s A TRICORN. 


© After umpteen versions 

of NBA Jam, Midway still 
hasn’t sussed that there 
are actually five players on a 
basketball team! Instead, NBA Hang 
Time resurrects its 
predecessors’ classic gameplay 
for another two-on-two 
dunkfest. The familiar format 
includes turbo running, the ability to 
push opponents over without 
penalty, and a basketful of 
spectacular slamdunks. A few new 
moves have been added, namely the 
spin dribble, alley-oop, and a 
special double dunk using both 
players. 

The most notable addition is the 
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“From downtown!” 

Yes it's a basketball game - 

how ORIGINAL... 


Great fun can be had creating custom 

PLAYERS. As WELL AS SELECTING A HEAD, 
YOU CAN ALTER THEIR HEIGHT, WEIGHT. 
AND ABILITIES. 


InwisAn riisS t .... .« pttss 
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Memory 

Options 



Memory: 

No INTERNAL SAVE 
FACILITY. 

Controller Pak: 

Saves your custom 

PLAYERS AND 
STATISTICS. 


ability to create your own 
custom players. This Is a 
hilarious process as you 
select from a large range of 
character heads, including 
bizarre ones like a 
werewolf, clown, ape, and 
bright-green alien! You can 
Improve your player’s 
attributes later on, by winning 
several games in a row or answering 
trivia questions. 

Sadly the three-button arcade 
gameplay, although fun, lacks the 
depth and challenge required for 


Hammer the buttons to build up yoi 
lUMP meter before leaping for the 
tip-off. 

long-term Interest. It still plays, and 
even looks, remarkably like the 
original NBA Jam: the simple sprite 
animation doesn’t exactly push the 
64’s capabilities to the limit. While it 
still proves a good laugh with four 
players, it seems incredibly primitive 
compared to the likes of Total NBA on 
the PlayStation. 

NBA Hangtime was graciously 
SUPPLIED BY THE Video Games 
Centre - (01202) 527314. 


Doesn't push the 64's capabilities 
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You get to check the stats at half¬ 
time AND SUBSTITUTE TIRED PLAYERS. 



‘Apeman’ Morgan slams it into the 

BASKET FOR TWO. 


The PLAYERS OFTEN |UMP MILES INTO T 
AIR TO PERFORM AMA2ING DUNKS. 


THE 
BOTTOM 

LINE 


Keys 



Yellow Up: Not Used Yellow Right: 
Pass/Steal - Yellow Down: Shoot/)ump • 
Yellow Left: Not Used 


Combos 


Tap A twice: Spin Dribble 
A + Yellow Right: Turbo-Pass/Push 
A •»- Yellow Down: Slamdunk 


Rating 


Graphics 


NiNi 


Audio 


NiNiNiNi 


Gameplay 




Lasting Challenge 


mm 


Overall 


m 

Summing up: 

A FUN BUT UTTERLY SHALLOW ARCADE 
CONVERSION. Real basketball fans 
SHOULD WAIT FOR SOMETHING BETTER. 
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! ^ Publisher: 

GT(UK) 

Gome Type: 

Sports 

Releose Dote: 

Out Now 

1 “■ Developer: 

Midway 

Version Reviewed: 

USA 

Price: 

£ 69.99 


I $64, 000 
^ Question 



O The analogue controller is the 

KEY TO GRET5KY*5 SUCCESS. 

O Speed and smoothness of 

ANIMATION ARE N64 TRAITS. 

O Players are a bit bland and so’s 

THE RINK. 

O No REAL STEP FORWARD HERE. 



BK FIcimer 


The Power Shot is available at any 


TIME BY pressing A COMBO OF TWO 


BUTTONS, AND IT CERTAINLY MAKES 
FOR SOME IMPRESSIVE GOALS. HERE, 
WE SEE A Power Shot turning the 

GOAL INTO A MASS OF FLAMES, AND TO 
COMPLETE THE EFFECT, YOU EVEN GET 
A FIRE TRUCK DRIVING ALONG THE TOP 
OF THE SCREEN AND A ‘HONK, HONK* 
FROM ITS HORN. 


WAYNE GRET 



3D 


The graphics in 3D Hockey don’t exactly push the capabilities of the N64. Here a player 

ATTEMPTS A POWER SHOT. 


© You HAVE TO ADMIT THAT 

Miyamoto bloke is a bloody 
genius! After all, it was he who 
came up with the N64’s pad. and so it 
is he we should thank for allowing 
control systems like the one in Wayne 
GretskysD Hockey io be possible. 


Memory 

Options 



Memory: 

Stores game wins and 

STATS 

Controller Pak: 

Can store entire 
TEAMS and full STATS 


Things start well with crisp 
presentation, plenty of options to alter 
the rules, camera angles, and every 
American team, division and player. 

You also get arcade mode, different 
seasons, and a neat practice option, 
which allows you to perfect only the 

aspects of the game where you 
are weak. 

The first thing to sort out is the 
fine tuning your camera angle. 
3D Hockey gives you seven to 
choose from, which are all 
variants of either side-on, or 
overhead. Personally we prefer 


the overhead view because you see 
more of the rink and its doesn’t favour 
either side for avenues of attack. 

The Nintendo 64 certainly has this 
graphics thang sorted though, and 
while not overly lavish, 3D Hockey is 
still well drawn and coloured. Every 
player is a detailed texture mapped 
polygon creation who skates with 
aplomb, cheers, trips, pushes, 
collapses and fights just a human. The 
game is also packed with cool visual 
effects like the pulsing arena lights, 
crowd action and sensational 
moments, like when your powered-up 
shot turns the goal into a raging 
inferno! 

Sound is top notch too, with full in¬ 
game commentary (see, it can be done 
properly on a mere cartridge), and 
loads of realistic effects - the sound of 
skates cutting up the ice, klaxons, 
cheers, whistles - making 3D Hockey 
an entertaining prospect from 
beginning to end. 

The moment the puck hits the ice 
though 3D Hockey shifts up a gear and 
you begin to realise just how well 
programmed and playable it is. 
Although there are many controls, 
including passing, shooting, checking 


The analogue stick is a marvel for gam 



Goals are celebrated quickly, but in 

THE BRIEF SECONDS YOU GET BELLS, 
WHISTLES. KLAXONS AND SMUG PLAYERS 
WAVING THEIR ARMS ABOUT. 


One touch of the Yellow Down button 

GIVES YOUR ACTIVE PLAYER A QUICK BURST 
OF TURBO SPEED. USEFUL FOR GOAL ATTACKS 
OR NIPPING IN AND TACKLING PLAYERS. 


The fights in Gretsky are excelunt. with 

A WIDE RANGE OF MOVES AND A HEAVY *THUD* 
SOUND WHEN YOUR FISTS MAKE CONTACT. NO 
BLOOD THOUGH. WHKH IS A SHAME... 







































Wc»yne Gretsky's 3D Hockey 


Unbeatable four player action 

l /\/' C 

HOCKEY 



The aim of the face off is to flick the 

PUCK WHICH IS DROPPED BY THE REFEREE 
TO YOUR PLAYERS AND INSTANTLY GAIN 
THE UPPER HAND OVER YOUR OPPONENT. 

The puck is highlighted with a speed 

BLUR, WHICH IS NICE. 



The close up camera view lets you get right into the action and you can see just how well 

TEXTURED THE PLAYERS ARE. RIGHT DOWN TO THEIR SIX O’CLOCK SHADOWS. 


goal, and this often out-foxes the 
goalie. It also means that any gap in 
your opponent’s defence can be 
exploited in a split second with 
unnerving accuracy. 

Sadly there are faults, but they are 
more to do with long term play than 
instant appeal. Biggest is the fact that 
two players working as a team cannot 
enter any of the tournaments. This is a 
shame because having created a 
dynamic duo, the next step is to take 
on the world. ’Fraid not. Also, the 
replay mode only works from a face-off 
onwards and so you cannot see many 
of your incredible goals again. 

Overall Wayne Gretsky*s 3D Hockey 
is an infinitely playable sports game 
which offers unparalleled four player 
action, but it could have looked to the 
16-bit games for some of the missed 
features. 

Wayne Gretsky was supplied by 
Skill Academy (0181) 5679174. 

Many thanks. 


and a nifty power shot, the N64 pad 
means they are all instantly available 
and so there’s none of the initial 
annoyance or clumsy lack of control. 
The power shot, for example. Is 
accessed by holding down the A and 
Yellow Down 
button for a 
couple of 
seconds, and 
because you are resting your right 
thumb there anyway, it’s an instinctive 
response which Is always on tap. 
Checking Is a little more difficult 
though, because in the heat of a goal 
scramble you tend to batter all four 
Yellow buttons trying to strike the 
right one. 

The analogue stick is a marvel for 
games like this, and it makes short 
work of spinning and skating around 
the rink at high speed. Also, because 
it has very little friction, you can 
waggle It from side to side very 
quickly whilst hurtling towards the 




THE " 
BOTTOM 

LINE 


Keys 




Combos 


A+Yellow Down: power shot 




Rating 


Graphics 

Avidio 




Gomeploy 

^|l ^jl ^jl ^1 

Lasting Challenge 




Overall 0/ 



Summing up: 

Superb multi-player fun, but there 

COULD HAVE BEEN MORE LONG TERM 
FEATURES TO BACK IT UP! 
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MORE KOMBRT 

LEVEL SELECT 

Oft 

TftROWIfta 

EKRBL ED 

UttLIMITED RUBS 

EftRBL ED 

BLOODY KOMBRT 

Oft 

SMOKE 

Oft 

KhRMELEOft 

OR 

EXIT 



KOMBfiT 


FR££ PI BY Oft 

fBTfiLtry TIMS OFF 

COLL tston BOXES OFF 

f ROUftO MRTCMES OFF 


Time to Die! 

Now there are more ways than 
ever to finish off your opponent. 
Here’s how in full... 


Fatality 

Each character has two personal 
‘Fatalities’ which they can perform at 
the end of the bouts. Some are new, 
some are old. Either way they should 
bring a coy smile to your sadistic 
features 


More Kombat & Kombat Cheats 

During the Story, press the following button sequence VERY QUICKLY: Yellow 
Up, Yellow Right, Yellow Down, A, B, B, B, A, A. If the cheat has worked, you 
will hear a voice. You will now have access to the following, additional 
options... 


U. 




Stage Fatality 

As well as the two standard death 
moves that each character possesses, 
there are also communal death moves 
that can be performed on specific 
stages. Although it varies from 
character to character how to perform 



Blue? 

Go to the option 
screen and select 
this new Blue *?*. 
Inside you’ll be able 
to activate the level select, disable 
throws, activate unlimited runs, 
switch on ‘Bloody Kombat’, AND 
select two brand new characters. 
Human Smoke and Khameleon! 


Red? 



Go to the option 
screen and select 
this new Red ‘?*to 
enable ‘Free Play’, 


• 1$ Mtmn 

II& irmo mint 


switch off the fatality time (very 
handy), turn off the collision boxes 
and have one-round bouts. 


Poor Jade SUFFERS ^ 
A 6RIZZLY death at 

THE HANDS OF THE 
ORIGINAL COIN-OP- I 

WE KNOW EXACTLY j 

HOW SHE feels! 




Owtworld Cbecits 


There are many hidden secrets tucked away within this game for skilled gamers 

TO FATHOM. HERE ARE A FEW EXAMPLES... 



Now THAT WE*RE ON THE SURJECT OF SIMILARITIES. WHO 
REMEMDERS ODD JOR FROM GOLDHM6iH? 


MORTAL KOMB/ 


Ninforincition | 




1 ns Publisher: 

1 Developer: 

6 T Interactive 

Gome Type: 

Beat-’em-up 

Releose Dote:Out Now (import) 

Midway 

Version Reviewed: 

US 

Price: ^ 69.99 


With every new system comes yet another 

Mortal Kombat game. God help us! 


Memory 

Options 




$64, 

Question 

O This game isn't even remotely 64- 


O If anything, some of the 

BACKGROUNDS ARE WORSE THAN THE 
32-bit VERSIONS. 

OThE new CHARACTERS ARE JUST 
COLOUR VARIATIONS ON THE OLD 
ONES. 

C It really feels like three games 

ROUGHLY SPLICED TOGETHER. NOT 
GOOD. . 


Talk about overkill! Mortal 
Kombat should really have 
died several years ago to 
retain any ounce of credibility. Instead 
it wipes down the dust and appears on 
yet another new format. Please 
somebody, give this game a lethal 
injection - it’s long overdue! 

The original was never really a 
classic. Think about it. The 
unconvincing digitised characters were 
hopeless (they only had about four 
moves each) and it required absolutely 
no skill to play. The only talking point 
were the finishing moves, which the 
programmers capitalised on to 
sickening effect in the sequels. 

MK2 was brilliant. It had just the 
right amount of characters, moves. 


locations and secrets to make 
it both fun to play and well 
worth coming back to. Then 
there was MK3 - and that is 
where things started to go 
horribly wrong. The amount of press 
this game received right from the time 
that development started meant that 
by the time the finished game arrived 
on the streets, you felt as if you 
already knew it inside and out... 

None of the new characters were 
exciting (apart from that four-armed 
mother), and it just felt like the same 
old game given a bit of a tune-up. 




Memory: 

None. 

Cont roller Pak; 

None. 


Tobias and Boon (the 
two blokes responsible 
for the series) tried to 
be clever and wasted much thought on 
a new combo system which was just 
laughable on a 2-D fighting game such 
as this - especially as Tekken was 
already wooing gamers the world over. 
So where could you go from there? 


Get over here 

Well, to the N64 obviously - a simple 
re-hash of everything you’ve ever seen 


We didn't buy an N64 just 





























i Mtrt 


B: High 
Punch 


A: Low 
Punch 


TTRllDGy 


more 
)ves 
ive 


in Mortal Kombat, spliced together in 
one game, namely MK Trilogy. The 
result is inevitable... an out-of-date 
beat-’em-up with more 
characters and moves 
than youMl ever have 
the patience or 
perseverance to 
master. 

So why is MK 
Trilogy such a 
failure? This is 
hard to define. 

Put it this way, 
after half an hour 
of playing it, this 
reviewer quite 
literally couldn’t bear 
another second of such 
dull, repetitive drivel. We’ve 
done, seen it, and turned it off many, 
many times before, and we didn’t buy 


lay this retro pap 


an N64 just to play this retro pap! 

In Its favour, some may argue that 
you get a decent deal, what with 26 

_ initial characters plus 

hidden ones. Yes, it Is a 
lot, but you’ll find 
that once you’ve 
mastered two or 
three, the rest 
are just the 
same, except 
that they spit 
slime instead 
of fire and use 
four arms 
instead of two. 
Then of course 
there are the now 
notorious finishing moves 
- the Fatalities, Babalitles, 
Animalities, Friendships and the all- 
new Brutalities. Each of these requires 

> the usual amount of 
precision timing and 
positioning to pull-off, 
but once executed 


should at least bring a wry smile to 
your face. 

The Brutalities are a new feature for 
the Trilogy version that can only be 
accessed once you’ve filled your 
‘Aggressor’ meter. This is beefed-up 
every time you execute a connecting 
blow onto your opponent. Fill it up and 
you can quite literally pummel them 
into a pile of bones. Great fun. 

Obviously, there isn’t much beat- 
’em-up competition around to contend 
with on the good old N of 64 - apart 
from Killer Instinct Gold, which is 
pretty much the same kettle of fish, 
albeit slightly modernised so that at 
least it doesn’t look quite so much of 
an embarrassment. 

Mortal Kombat Trilogy is playable - 
just, but do we really want something 
that has been flogged to death as 
often as this on our shiny new 64-bit 
system? Give your wallet a break and 
give this a wide berth. There will 
be more impressive things later 
in the year. 


Mortal Komboit Trilogy 


THE 

BOTTOM 

LINE 


64 


Yellow Up: High Kick ■ Yellow Right: Low 
Kick • Yellow Left: Block - Yellow Down: 
Run 


D-Pad: Not 
used 


Z: No 
Function 


Combos 


lt*s full of them. Simply tap the attack 
buttons in quick succession and you should 
get something pretty useful out of it! 


Rating 


Graphics 


Avtdio 


Gomeplay 


Lasting Challenge 

4i4i<i 


Summing up: 

Old hat, should be laid to rest once 

AND FOR ALL TO PROTECT THE NEXT 
GENERATION OF VIDEO GAME PLAYERS. 


Babality 

In a similar vein to the ‘Friendships,’ 
you can humiliate your opponent by 
.. transforming 

tm WIMt . . 

■ googling 
»• babies. Abb, 

4^* “ coochy-coo! 

Animality 

By awarding your opponent with a sniff 
of extra energy via a ‘Mercy,’ you can 
finish them off in spectacular fashion 
Tj: _rr ■ "zs, by transforming 
into a crazed 
animal and 

#1 chomping them 
to slivers! 




. Lmi oa 


Despite being hideously dated, MK 
Tkilogy isn’t with some nice effects, 
TAKE Liu Kang’s demonic fireball for 

EXAMPLE. 


Friendship 

On a lighter note, if you feel pity for your opponent and so 
wish to cheer them up after their dismal loss, you can 
perform one of this amusing finishing moves. 

New! 

Brutality - 

This Is new to the Trilogy game and 

consists of you rapidly executing a 

deadly combo move to pummel your 

opponent to death. They are tricky to 

learn and can only be executed when 

your ‘Aggressor’ meter Is full. ►iL 








NFAMOUS 


SHADOW-MAN, 

Noob Saibot, is 

ACTUALLY THE 
GAME’S CREATORS, 

Tobias and Boon 

SPELT BACKWARDS. 

He started life 

AS A RUMOUR IN 
MK2, BUT NEVER 
ACTUALLY EXISTED 
UNTIL MK3. 
Fascinating. 


It’s good that some things are always consistent, and the 

OODLES OF OVER-THE-TOP KETCHUP ARE WHAT MADE THIS GAME 
INTERESTING IN THE FIRST PLACE. WHERE WOULD IT BE WITHOUT THAT? 
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Nintendo 100% actiom 


k magazine 


Every new N64 
game reviewed 
cind rated! 


After 4 years in space...^ 


WORLD EXCLUSIVE REVIEW 

of the greatest shoot-’em-up of all time! 

mmsm 


Solved! 

^ Over 25 pages of tips 
for Mario 64, Turok 
F and Shadows! 


An utter monster smash 

arrives on the N64 at last! 


NTSC or PAL? The facts, figures and essential advice on N64 gaming! 


Subscribe to Britain’s 
FIRST unofficial Nintendo 
64 magazine and you’ll... 



Get 64 Magazine delivered to 
your door before everyone 
else, so you’re always in 
touch with the hottest news, 
interviews, previews, 
reviews and cheats on the 
N64 scene! 


0 

0 


Take advantage of our 
special offer and SAVE 35% 
on the newsstand price! 

Rest assured that even if the 
newsstand price of 64 
Magazine is increased, the 
price you pay is fixed. It will 
not go up. 



Receive a special 
subscribers-only letter 
packed full of behind-the- 
scenes gossip from the 64 
Magazine team. 




Subscribe 




Postcode.Phone Number. 


Length of subscription 6 months EH or 12 months d 


Subscribe to 64 Mo^azine 


- 6 or 12 issues! 


# Save almost 35% on UK newsstand price. 

6 Issues 

UK Europe World 

£ 15.00 £ 18.00 £ 23.00 

^12 Issues (PLUS A FREE 256K MEMORY CARO!) 

I UK Europe World 

£ 30.00 £ 36.00 £ 46.00 

Including postage & packaging. 

Pl63Se return the coupon, or a photocopy of it (together with a cheque/PO made payable 
to Paragon Publishing Ltd) in an envelope to the following address: N64 subscriptions. 
Paragon Publishing Ltd. Freepost BH1255. Bournemouth BHi 2TA 
IT WON’T COST YOU A PENNY If posted In the UK. 

Alternatively, call our Credit Card line on (01202) 200200, Fax on (01202) 299955, or e- 
] mail subscriptions@paragon.co.uk. 


Method of payment 

□ Cheque/Postal Order □ Credit Card 

(please make payable Expiry Date. 

To Paragon Publishing Ltd) Card Number.. 


If the subscription is a gift please FILL IN THE DETAILS OF 
WHO YOU WISH TO RECEIVE THE MAGAZINE. 

Name. 

Address . 

Postcode. 

Phone Number. 

Length of subscription 6 months CH or 12 months CH 


Choice of Svibscription 

Your Details: I I 

I would like my subscription to start from Issue No I_I 

If you are taking out a subscription to 64 Magazine for 

YOURSELF OR AS A GIFT FOR SOMEONE ELSE, PLEASE FILL IN THE 
DETAILS BELOW:- 

Name. 

Signature. 

Address. 
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Pldying Tips awd 


Guides 




CENTRAL 


© Welcome to Cheat Central 
AT 64 Magazine where we're 

DEDICATED TO BRINGING YOU 
ALL THE LATEST CHEATS FOR EVERY NEW 
N 64 GAME. If you have a brand new 

CHEAT NOT FEATURED HERE, GET IT TO 
US AT THE FOLLOWING ADDRESS AND 
YOU COULD WIN AN LMP JOYPAD OR 
1Mb memory card! Send all cheats 
TO: Cheat Central, 64 Magazine, 
Paragon House, St Peter*s Road, 
Bournemouth, Dorset BHl 2JS. 


Pad at a g]ar{ce 



Doom 64 

Level Passwords 
CB92NBPLSYL? J027-The 
Terraformer 

CYCC MGPK X47G TS2B - Holding Area 
BXYH ?G41 6Z4jPj?Z-Mam 


Engineering 

CF3? PG6D S12Z PFKB - Tech Centre 
BBXW HLGS XB8F 4RKB - Research 
Lab 

BXRO THiF 52GG 7W?B - Alpha 
Quadrant 

^VV9 FL55 QGFV DWJB - Final Outpost 
FFLB MQ6C WiC PFiB - Even Simpler 

Mortal Kombat 
Trilogy 

Random Character 

On the character select screen, put the 
cursor over Noob Saibot and press Up 
and Start simultaneously for a 
completely random selection. 

Choose Battle Arena 
On the character select screen, 
highlight Sonya and press Up and 
Start. An earthquake will occur and 
then you will be able to select the 
course. 

Play as Motaro 

On Jade’s Desert, Wasteland or Kahn’s 
Tower, press and hold the analogue 
stick left and then press A and the 
Yellow top button before the match 
begins. Your fighter should explode 
and Motaro will replace him. 

Play as Shao Kahn 
On the Rooftop or Pit 3, press Down on 
the analogue stick and press A and B 
before the start of the bout. Shao Kahn 
will appear. 


Wayne Gretsky’s 3D Hockey 

Hot NEW TEAMS 

Select Set-up right from the main menu and in the options screen, hold down 
the Left shoulder button and press the following Yellow buttons: Right, Left, 
Left, Right, Left, Left, Right, Left and Left. A16 digit code will appear and four 
new teams will now be available. 

Alter player sizes 

In the options screen, press and hold the Yellow top button and press the 
Right shoulder button to display a 16 digit code. Change the digits using the 
Yellow buttons and you will alter the legs, bodies and heads of all 
subsequent players. 

Invisible Players 

Pause the game during the face off and select 
the Replay mode. Use the Left shoulder button 
to choose a team member, and then press the 
Right Shoulder button to select an opponent. 
When flashg, press Z and they will turn 
invisible. 



Wave Race 64 

Different Coloured Jetskis 
On the jetski selection screen, press 
Up on the analogue stick to change 
the colour and A to select it. 

Ride the Dolphin 

In the Stunt Mode, choose to visit 

Dolphin Park and ride the rings using 

the following special moves: 

Handstand Backwards 

Riding Standing 

Somersault 

Single Flip 

Dive 

Sideways Roll (in both directions) 

If you do all these in the correct order, 
the dolphin will squeak. Now go to the 
Championship mode, normal and 
warm up, and press Down on the 
analogue stick and press A to get the 
dolphin. 

J League Perfect 
Striker 

Hidden Teams 

To get the two extra teams hidden for 
only the best players, go to the title 
screen and press the following: Up, L, 
Up, L, Down, L, Down, L, Left, R, Right, 
R, Left, R, Right, R, B, A. Now press 
Start and hold down Z. 

Huge head players 
On the title screen press: Yellow top. 
Yellow top. Yellow down. Yellow down. 
Yellow left. Yellow right. Yellow left. 
Yellow right, B, A and then press Start 
and hold down Z. 

Shadows of the 
Empire 

End Sequence 

End your name as .Credits (a space 
before the first C). When you begin the 
game, you will be taken to the end 
sequence. 



Killer Instinct 
Gold 

Open all options 
Press Z, B, A. L, A, Z on the 
character profiles screen. If you’ve 
done it correctly, you’ll hear 
someone say “Perfect.” 

All Character Colours 
To get all training colours at once, 
wait for the profiles to come up 
and press: Z, B, A, Z, A, L. You’ll 
hear “Welcome” if you’ve done it 
right. 

Play As Gargos 
Wait until the character profiles 
appear and press: Z, A, R, Z, A, B. 
Gargos will laugh if it’s worked. 

Final credits 

When the character profiles 
appear, press: Z, L, A, Z, A, R. 


I •* 



Turok Dinosaur 
Hunter 

Full cheats list! 

Enter the following in the cheat menu 
helpfully provided in the game. 

DNCHN - Dana mode, gives you tiny 
enemies. 

DLKTDR - Pen and Ink mode, turns 
everything into sketches. 

SNFFRR - Disco mode - you figure it 
out! 

THBST - Gallery mode - lets you view 
all the characters. 

CMGTSMMGGTS - All weapons. 
BLLTSRRFRND - Infinite ammo 
FRTHSTHHRLSCK - Unlimited lives. 
THSSLKSCL- Spirit mode all the time. 
GRGCHN - Greg mode - loads of weird 
stuff! 

FDTHMGS-Credits. 

RBNSMTH - Robin mode, infinite 
everything, invincibility. 































Shadows of the Empire 


SHADOWS OF THE EMPIRE 


In issue one of 64 Magazine, 
we ran through 
comprehensive play guides 
for every level of this fabulous Star 
Wars licence, as well as explaining 
everything from the weapons to the 
power-ups. Now, in response to huge 
demand, we present the first part of 
an exhaustive location guide to all 84 
challenge points hidden throughout 
the game (not including the three CPs 
earned in Hoth by toppling the 
walkers), and how to get at them. Plus 
detailed boss guides so that you can 
finally tell your friends you’ve finished 
Shadows properly, and get yourself 
access to all those cool game 
secrets... 


Escape from 
Echo Base 

(10 Challenge Points) 



Challenge Point 01 
Past the snowspeeders in the first 
hanger, a second larger hanger is 
packed with snowtroopers and a 
fleeing Millennium Falcon. Polish off 
the soldiers and shoot all the crates to 
collect power-ups and health. 

Turn back to where you entered the 
hanger as the Falcon escaped, and 
take the tunnel on your right, blasting 
snowtroopers until you arrive at a 
door. Throw the switch and run 
through blasting, as there’s an 
ambush squad directly behind the 
door. This is the medical room, 
recognisable by the cylinder of red 




bacta fluid. Opposite the bacta tank 
there’s a panel to a secret room. In 
here, you’ll find the first challenge 
point and a full health pack. 



Challenge Point 02 
Exit the bacta room through the far 
back door and go through the corridor. 
You can detour into the room on your 
left if you wish to shoot up the 
Wampas (don’t let them escape and 
wander around), but otherwise, 
continue down the corridor until you 
come to another room on your right 
blocked by crates. Shoot away all the 
crates and you’ll reveal a tiny room 
where you’ll find a Wampa, the second 
challenge point and some 20-point 
health packs. 

Challenge Point 03 
Get back into the corridor you’ve been 
exploring, continue down it, veering 
right until you arrive at a massive 
bridge which leads into the main 
intelligence complex. There are plenty 
of snowtroopers and probots guarding 
the bridge, and if you don’t want to 
use your seekers yet (they’re best 
saved for later), your best tactic is to 
run for them with blaster drawn, as 
even on the highest skill level you’re a 
difficult target to hit when running. 
When the gunfight’s ended, and before 
crossing the bridge, edge towards the 
far right side of the ledge to collect the 
third challenge point and a seeker 
ammo pack. 

Challenge Point 04 
Move across the bridge, veer left 
carefully negotiating the narrow cliff 
edge, gently nudging the analogue 
stick so that Dash just tip-toes, and 
you’ll enter a cave guarded by probots 
and snowtroopers. Follow It through to 
the right and you’ll discover the fifth 
challenge point. 

If you’re getting shot at whilst 
edging about, don’t push into a sprint 
and start dashing about. Remember, 



It’s better to lose a bit of energy taking 
hits than losing a whole life through 
falling off the ledges. The hovering 
probots and snowtroopers shooting 
from high ledges force you to master 
the trick of holding the Z-button to 
‘track’ your blaster fire horizontally 
and vertically. 

Challenge Point 05 
Go back along the ledge veering right 
to cross the main chasm until you 
arrive at a tunnel. At the end of the 
tunnel there’s a large circular lift which 
you should enter, as this ascends to 
the higher level of the administration 
zone. Exit the lift and you’ll find 
yourself in a massive room with 
enormous, static gear shafts (which 
will be activated when you find the 
back up generator). Follow the inside 
circle of the right gear shaft until you 
find the fifth challenge point at the 
back right. 



opposite and behind the room you’ve 
just got a challenge point from. 
Instead of taking the lift, first follow 
the catwalk away from the elevator, 
that extends between two of the six 
gear shafts. Halfway between these 
two shafts, jump onto the right gear 
shaft, and follow it around until you 
locate challenge point seven. You’ll 
also come across an extra life, 20 
point health pack and seeker ammo 
pack. 



Challenge Point 07 
jump back onto the catwalk, and 
follow it around 180° until you 
reach a switch-activated lift that is 


Challenge Point 06 
Return to the doorway where you 
entered. A flight of metal stairs lead 
onto a huge section of scaffolding, 
patrolled heavily again by 
snowtroopers and probots. Where the 
catwalk divides left and right, there’s 
an opening which you can run and 
jump towards, to collect the sixth 
challenge point, and a welcome 20 
point health bonus. 


Challenge Point 08 

Walk back around the 
shaft until you can 
see the next cog 
shaft, across the 
stair gantry, jump 
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over onto this shaft, veer right and 
you’ll find challenge point eight and 
an extra life. Carefully negotiate your 
way back to the main stairway by 
jumping up the concentric walls that 
circle around this cog. 



Challenge Point 09 
Follow the gantry back to the switch 
activated elevator. This leads up to the 
generator control room, so get the 
weapon selected you want to use, and 
as soon as the door opens, run In 
blasting. You’ll see six switches. In 
two sets of three In the centre of the 
room, but ignore these until you’ve 
wasted all the occupants. Then 
activate all the switches to get the 
base generator running again. Leebo 
will tell you that it’s time to get to the 
Outrider. 

Take the lift back down to the 
stairway, and the far opposite door 
which was previously sealed will now 
be open, leading into a corridor and on 
to an ice tunnel. As you enter, the 
ground will start shaking with an 
aftershock, and a snowtrooper at the 
far end of the corridor will start firing. 
Stay still, on the right side of the 
corridor, and take him out. The corridor 
will split, and a chasm will slowly start 
opening right through the middle of 
the corridor. Look to your immediate 
left, and the ninth challenge point will 
appear from the crumbling Ice. Grab it. 


then run and jump back to the right 
side, where an extra life will also have 
become visible. Now sprint down the 
right side of the corridor (which is 
getting perilously narrow) and at the 
last second, jump to the doorway. 

Take the lift up and you’ll enter the 
hanger guarded by an AT-ST. 

Challenge Point 10 
When the AT-ST is defeated, a 
previously locked door will be opened. 
Moving along the corridor, scattered 
with snowtroopers, you’ll see a 
juncture leading right blocked by 
crates. Destroy these to enter a cave, 
and be prepared to dispatch a rogue 
Wampa. You’ll see challenge point ten 
across a fairly wide chasm. Take your 
time (remembering not to steer wildly 
whilst in mid-air) and run and jump to 
collect your final reward. 

Turn back Into the main corridor, and 
prepare yourself for the final skirmish. 
At the end of the corridor, you’ll enter 


the Outrider’s hanger, but three 
snowtroopers are ready and waiting at 
the entrance hatch. They’re far enough 
away that you can take them in a 
running attack with little chance of 
taking damage yourself, but It’s not 
over once you get aboard your ship. 
Make for the cockpit at speed, 
shooting, and you’ll dispatch the last 
snowtrooper who’s waiting to catch 
you unawares. 

Echo Base End Level Boss - AT-ST 
Whilst the AT-ST packs a tremendous 
punch, with rapid firing, powerful 
front-mounted blasters, it does have 
an Achilles heel: its belly. If you circle 
and attack from a distance, it can 
easily match your movement and keep 
hammering you. The key is to 
overcome your fear (as Yoda might 
say) and head straight for Its legs. If 
you keep pace and stay directly 
beneath the chicken walker, you’ll stay 
out of range of its blasters, and can 
blast away at its unprotected belly. 
Using your blaster, you can wear it 
down in a couple of minutes, but if 
you’ve plenty of seekers, you might 
want to indulge yourself. Although the 
AT-ST, like all the bosses, can jam your 
seekers, preventing you from targeting 
from afar, if you just shoot missiles at 
point blank range (remembering to 
turn the seeker-cam off in your main 
menu) you can destroy the machine in 
three or four shots. 

Alternatively, you can make use of 
one of the exceedingly rare 
invulnerability shields, which Is 
located on the narrow gantry running 
along the wall of the hanger (reached 
by climbing up the crates). 

The same method of dispatching 
the AT-ST can be employed midway 
through Gall Spaceport. 



Asteroid field 

(6 Challenge Points) 

Challenge Points 01-06 
Six asteroids contain the six 
challenge points, and it takes an 
eagle eye to spot them all. 
Challenge point asteroids are red, 
which might seem a give-away, but 
they tend to hover and spin behind 
larger, neutral rocks, and often 
you’ll only see the tip of a red 
asteroid. This makes debris 
clearing essential. Even non¬ 
threatening asteroids need to be 
pulverised to ensure a clear view, 
and you must also keep circling 
through your entire field of vision, 
since challenge point asteroids 
don’t hover around indefinitely. If 
you don’t spot each one within 
thirty seconds of it arriving on the 
starfield, it will be out of vision 
(and range) for good. Blasting the 
challenge point asteroids from 
afar, they’ll take almost 20 hits 
from your lasers, but if you catch 
one close up with a missile, it’ll 
shatter with one hit. 



The key to getting all six 
challenge points is in methodical 
searching of thehorizon, accurate 
and sustained clearing of all 
asteroids and immediate 
destruction of any mines, whilst, 
of course, taking out all the TIE 
fighters and bombers. On easy 
skill setting, fatal damage is 
difficult to achieve, so ineffectual 
are the enemy blasters. But 
spotting those elusive six red 
asteroids Is still tricky, and on high 
skill levels, the Imperial ships 
deliver a punishing attack. And 
finally, don’t weaken an asteroid 
with a few laser blasts then come 
back to It later: they regenerate 
after a few seconds. 
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junkyard 

(12 Challenge Points) 
Challenge Point 01*03 
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The first three challenge points are 
all grouped within a few hundred 
meters of each other. Ducking and 
jumping overhangs and bridges, 
they appear in the centre, the left 
and then the right. They’re all tricky 
to spot against the dirty orange sky, 
and if you miss one, you’ll have to 
either ditch a life to start again, or 
restart, returning to your save 
position number of lives. 

Challenge Point 04 
After you’ve passed the red force 
fields, which should simply be shot 
from a distance to deactivate, a 
boxcar guarded by an assassin droid 
will pull up on your left. Shoot the 
droid through the open side hatch, 
then run and jump across, and 
collect challenge point four. 

Challenge Point 05 
Run forwards through the hatch, 
and jump to the attached flatbed to 
pick up an extra life. Another flatbed 
will appear, which you should jump 
to immediately, before your current 
track runs out. Another life will 
appear on a parallel flatbed for a 



short while if you fancy taking the 
chance. When you see the gigantic 
opening of a tunnel appear over the 
horizon, keep your eyes trained for 
challenge point five, floating in the 
middle of the air slightly above you. 



Challenge Point 06 
Once you’ve passed through the 
mysterious, sprawling tunnel, another 
train will approach from the left and 
behind, gradually drawing parallel. Get 
on board fast, and you’ll find challenge 
point six floating above a train guard. 
Your next train connection will not be 
available indefinitely, so move quickly 
for the following two challenge points. 
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Challenge Point 07 
jump into the next boxcar and climb 
onto the roof, where you’ll have 
already seen challenge point seven. 
Carefully negotiate the narrow ledge 
to collect it. 

Challenge Point 08 
Onto the final boxcar, and challenge 
point eight is guarded by another stick 
wielding thug. 

Challenge Point 09 
You’ll pass through another large 
complex, and then a flatbed pulled by 
an engine will pull up, with another 
guard on it. Kill the guard, and make a 


running jump for the right side of the 
engine compartment. Scoot round to 
collect challenge point nine. Then 
edge your way around to the left side, 
and wait for the train to catch up with 
the final flatbed. Shoot the guard, 
jump on board then take a breather as 
the cut scene shows the junkyard’s 
gates being blasted open. 


Challenge Point 10 
When you get off the train on the left 
side, take the hatch at the far left that 
leads up to the main junkyard. At the 
top of an inelegant pyramid of rubbish, 
accessible by a plank, you’ll see 
challenge point ten. It’s incredibly 
tricky to negotiate this narrow, highly 
exposed ledge with lG-88 giving 
chase, but you must collect the 
challenge points before you overcome 
the bounty hunter, as once he’s been 
defeated, the game automatically runs 
into the next section of the story. 

If you jump up to the ledges on the 
far left of the garbage pit, you’ll find a 
flame-thrower ammo pack. You’ll also 
come across several health packs 
scattered around this area, so take the 
time to shake of lG-88 and get your 
health up to maximum. 

Challenge Point 11-12 
On the other side of the track a series 
of ladders and concentric ramps lead 
up to two black cauldrons. The one on 
the right has an invulnerability shield 
(on easy mode), both contain 
challenge points, and both contain 
molten lava, which saps your energy 
as soon as you fall in. Drop down and 
grab the point from each, open the 


door quickly and you should be able 
to get out of each one without 
taking too much damage. 

Ord Mantell End Level 
Boss - IG-88 

After the relatively dumb AT-ST boss, 
IG-88 comes as something of a 
shock. Not only is he formidably 
armed with lasers and a 
flamethower, he’s also 
very nimble, and quite 
happy leap to massive 
heights or give chase at 
high speed. 

The only advantage you 
have over this bounty 
hunter, is his incessant, 
electronic chatter, as he 
squeals noisily wherever 
he is. In the dank chaos of 
the junkyard, where he’s 
well camouflaged, his 
noisiness provides your best clue to 
his location. 

Once you’ve collected the 
challenge points, and presuming 
you’ve squandered the 
invulnerability charge, your best 
chance is to hide out on one of the 
uppermost gantries running along 
the left and right sides of the 
junkyard, so he can’t attack from 
above or behind. Your own flame¬ 
thrower and blaster are pretty 
ineffective, although the blaster’s 
handy for long distance weakening, 
but when he appears (and inevitably 
rants for a few seconds before 
attacking) run straight up to him and 
slam some seekers into his chest at 
point blank range (making sure the 
seeker cam is off) then run like hell. 
If you’re quick enough, you might 
kill him with three or four hits, if not, 
run to the opposite gantry and 
repeat the process. If you’re feeling 
particularly confident, you can try 
and stalk him with your blaster, 
wearing him down gradually, but it’s 
so easy to lose him for a few 
seconds then be the victim of a 
surprise attack yourself (which can 
take a life in a few seconds) that 
such stealth tactics invariably fail. 



Gall spaceport 

(15 Challenge Points) 

Challenge Point 01 
Whilst it’s tempting to hide out in the 
retrofitted interior of the Outrider, 
Leebo practically throws you out, but 
the first challenge point is simple 
enough. There’s a small rock 
formation just at the rear of your ship. 


which you can jump up to gain access 
to the topside of the Outrider, where 
challenge point one is tucked away. 

Challenge Point 02 
Get your blaster ready, and sprint 
around the first corner into the valley, 
blasting at the probot (ascending from 
the central gully) and the 


stormtrooper running in from your 
right. Take out the gun emplacement 
and soldier on the far overhang. Run 
and jump to the left ledge, and follow 
it around the overhang you’ve already 
cleared, take this across, then follow 
the path up and left, taking out the 
probot and soldiers, and following the 
narrow ledge along the cliff face. Along 
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this path, youMl come across a sand 
Wampa lurking in a cave (ignore 
unless you need the energy packs, 
and if so, use the flamethower), a 
couple of big jumps to negotiate 
patrolled by probots (use seekers) 
until you come to a long, narrow ledge 
leading over to challenge point two, 
patrolled again by stormtroopers and 
probots. Don’t rush over, instead, use 
seekers or your blaster to clean up 
from afar. Then run forward until you 
enter the tiny cave, and be ready to 
take out another two probots. At the 
far end of the ledge is a health kit. 

Turn round and carefully jump up the 
ledges on the right (use the overhead 
view) to reach the challenge point, 
and use the same route to get back 
down. Don’t be tempted to jump 
across and down because the 
perspective is misleading, and even 
you don’t fall down the chasm, you’ll 
lose some precious energy. 


Challenge Point 03 
Return to the ledge along the cliff 
face, and push on, using seekers to 
I take out the commandos, until you 
I reach the stormtrooper guarded 
entrance to the Imperial base. 

I Activate the door and storm the first 
I room, using seekers to take out the 
'o I two gun emplacements. Work your 


way up the base with the lifts (make 
sure to keep looking up to spot 
waiting stormtroopers) until you reach 
the exterior, where another blast door 
leads into the top portion of the base. 
Take the hover lift across the isolated 
control panel, activate the switch and 
now the blast doors will open. Get 
back across on the lift quickly (if you 
fall, collect the health kits and take 
the lift back up, repeating the 
procedure) and rush Into the new 
portion of the complex, blasting the 
troopers and seeker droids. An 
elevator leads you higher, and when 
you reach a long gantry across a 
huge, mist filled chasm, you’ll see 
challenge point three. Although it’s 
possible to run and jump for it from 
above, landing on a lower platform, 
it’s more prudent to come back here 
when you’ve got the jetpack, to avoid 
risking lives. If you do wait until 
you’ve got the jetpack, you’ll also be 
able to collect the extra life that’s 
floating below the challenge point, in 
an otherwise inaccessible area. 

Challenge Point 04 
Keep pushing on until you reach an 
open set of blast doors. An enormous 
control tower looms outside. Take the 
lift at the foot of the tower and ride 
up, prepared to take out the 
commando that lurks in the 
uppermost room. Log Into the 
computer terminal, which will reveal 
Fett’s location, then take the door 
onto the exterior ledge, where you’ll 
find the jetpack. Use this to fly up to 
the very top of the tower, where you’ll 
find a welcome selection of power- 
ups, along with challenge point four. 
Then go back for challenge point 
three. 


Challenge Point 05 
From this vantage point, looking 
across the range of buttes scattered 
through the canyon, you should be 
able to see challenge point five 
glittering on the far right. If you can’t 
spot it, fly over to the first, low butte 
to familiarise yourself with it, then go 
back to the top of the complex, 
jetting to this challenge point will 
demand all of your jetpack energy, so 
take a running jump from the very 
edge of the complex tower, then power 
up your jetpack when you’re at the 
highest point of your jump arc. Mid-air, 
select the first-person view, and 
concentrate on not waggling at all. 
Keep powering quick bursts of fuel to 
maintain a steady height, and make 
minimal adjustments to your direction 
so that you’re straight on the 
challenge point. It really is a matter of 
seconds between reaching the 
challenge point and your jetpack 
kicking out, but don’t panic and over 
steer for it, just try and gently drop 
‘through’ It. Now you’ll be in free fall, 
and if you spin out for more than three 
seconds, the game will cut In a death 
sequence, so carefully switch the 
jetpack on and off, to bleed the first 
few drops of recharging fuel, to stutter 
and scrabble to the butte below and to 
the right of the cliff face. Be prepared 
to sacrifice a life for this, the most 
tricky of challenge points. 
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Challenge Point 06 
jetpack along the rest of the buttes, 
until you see the blast door in the far 
right wall. Take out this soldier with 
your seeker, then jet over and open the 
door. From here, there is no backwards 
access to the level previously explored, 
so if you haven’t collected the first five 
challenge points by now, go back and 
get them. 

Keep moving upwards, until you 
reach a skiff docked with your 
platform. Instead of riding the skiff out 
of the cave, jet directly downwards, 
beneath the skiff, gently powering up 
and down to float lower and lower, 
until you reach an alcove in the wall 
with more goodies and challenge point 
six. 



Challenge Point 07 
jet back up to the skiff. Turn to face 
the exit of the cave, and jet towards it. 
When you reach it, stop, let your 
jetpack recharge to maximum, then fly 
up and left, to the ledge running 
opposite. Challenge point seven is 
along Its ridge. 



Challenge Point 08 
Fly back to the skiff, activate it’s 
engine and let it take you to the next 
set of blast doors, taking out probots. 
These enormous hangar doors lead to 
the mid level boss, the AT-ST, but 
ignore that for now, and instead, look 
to the right side of the skiff, where 
you’ll be able to make out another 
ridge at your height, jutting out of the 
cliff face. This Is another exceptionally 
testing distance, so use the same 
technique of running and jumping, and 
flying in an absolutely straight line. 
Collect challenge point eight then jet 
back over the hanger. 

Challenge Point 09 
Before you can access the final portion 
of the base, you must defeat the AT- 
ST. Don’t be tempted to engage In a 
thrilling, chase-me blast-’em-up, just 
run under its belly again and demolish 
it with seekers. 

When the chicken walker crumples. 
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the tower behind it will open at the 
top, revealing challenge point nine 
and some power-ups. Jet up to collect 
everything, and take out the 
stormtroopers that will appear from 
the stairway on the left. 



Challenge Point 10 
Four switches circle the tower where 
you collected challenge point nine. 
Three of them open service hatches 
high in the wall behind you, which 
contain power-ups (and sentry 
droids) but all lead to end ends. 
Explore these avenues at your own 
discretion. The switch that faces the 
dead AT-STs start position opens the 
service hatch that leads through to 
the final set of hangers. 

Move along the narrow, high 
gantries, using the overhead view to 
jump the slow-spinning blades and 
blasting the soldiers patrolling in the 
distance (seekers won’t negotiate 
around the blades). You’ll reach a 
long shaft leading down, with more 
blades rotating. Challenge point ten 
is hidden underneath the lowest 
blade, on the right of the shaft. The 
best way to get down is to fall past 
the first blade, then activate your 
jetpack and gently hover past the 
next two. When you reach the 
bottom, look up, and when the 
blades fin is passing, jet up and 
swipe the challenge point. 

Challenge Point 11 
Push on and you’ll come to a heavily 
patrolled, massive cave. Shoot 
everyone you can from the narrow 
entrance, ideally using seekers to 
take out soldiers hidden, then run 
and jump, jet packing to the centre to 
collect challenge point eleven. 



Challenge Point 12 
On the floor of the cave, when you’ve 
dispatched everyone, take the time to 
jet up and around the edges of the 
cave, collecting the medi-packs. Now 
jet-pack back up to the cave 
entrance. From this vantage point, 
you can see a ledge that leads out of 
the cave, on the far right above you. 
Fly towards it, ready to shoot two 
commandos. Seekers aren’t too 
reliable here, so be prepared to fly 
straight and blast. It’s a long fly, so 
you can’t afford to hover and pick 
them off. Follow the tunnel to another 
skiff, and activate it. After about a 
minute, the skiff will fly directly 
beneath challenge point, jump for it 
(don’t have a panic attack flashback 
to Ord Mantell!) and if you miss, just 
ride the skiff back. 



Challenge Point 13 
Now it’s getting really hot. The skiff 
will stop at hangar doors, and inside 
you’ll find the gantries along the left 
and right side of the area packed with 
stormtroopers. Since these soldiers 
hide behind struts an girders, your 
seekers won’t be guaranteed hits, so 
you’re best running beneath one set 
of gantries, running left and right to 
shoot the soldiers on the opposite 
side, then switching sides to repeat 
the action. Activate the switch on the 
left wall to enter the next hangar, and 
use the same technique. Next to the 
far, closed blast doors, you’ll see an 
Imperial shuttle. Inside the shuttle 
there’s some power-ups guarded by a 
commando, and on top of the craft’s 
tallest wing, you’ll find challenge 
point thirteen. 

Challenge Point 14 
Through the set of computer rooms, 
you’ll find an elevator leading to the 
cylindrical hanger containing Slave i. 
After the cut scene showing Boba Fett 
(see box-out) jetpack up to the top of 
the tower, and down to the base 
running around the outside. Don’t 
worry about Fett, he won’t follow you, 
instead, wander around the perimeter 
of the tower collecting the power-ups 
and the fourteenth challenge point. 



Challenge Point 15 
Below the tower itself, you’ll discover 
another platform, with an extra life 
and the final challenge point. After all 
that work, it’s finally time to face Boba 
Fett and finish the level. 

Gall Spaceport End Level Boss - 
Boba Fett/Slave 1 
AS with all the bosses, Fett can jam 
seekers unless you launch them face- 
to-face, so you’ll have to rely on sharp 
shooting and cunning to demolish this 
boss, who’s unquestionably the 
toughest the game has to offer, armed 
with seekers, blasters and a 
flamethower. 

The biggest problems with Fett are 
his blaster accuracy and 
manoeuvrability. He’s also extremely 
intelligent. If you stay on the base of 
the landing pad, he’ll soar high above 
with his jet-pack and pick you off, so 
it’s essential you keep an eye on your 
fuel level and take the battle to him. 
Fly up to one of the many gantries that 
run around the interior of the cavern 
(which are littered with power-ups) 
and sharp shoot from afar, running 
and flying away as fast as possible 


when Fett launches his own attack. If 
he gets close enough, he’ll take a life 
from you in seconds, so cowardice is 
always prudent. If you keep whittling 
his energy down, running away and 
collecting health packs, you should be 
able to finish him off in a few minutes, 
but be sure to keep an eye on him at 
all times, and always stay above him. 
Unlike lG-88, Fett is a master of 
noiseless, deadly attacks, and if he 
swoops down firing, he’ll continue to 
target you actually even if you run. The 
pulse cannon and flamethower are 
both ineffective against the quick¬ 
witted bounty hunter, so don’t be 
tempted to experiment with anything 
other than your blaster. 

When you’ve given him a rough 
enough time, Fett disappears through 
the base of the landing pad, only to 
return with some better blasters, 
namely, those situated on the snout of 
his spaceship. Slave i. Although the 
ship’s cannons pack an almighty 
punch, it suffers from the lack of 
imagination of its pilot, circling slowly 
to track you, its dangerous front can 
be outrun, so you can shoot at its 
underbelly. Circling and shooting from 
a distance takes ages, and leaves you 
open to error, so select your seekers, 
and run straight underneath it, so you 
can slam it at point blank range to 
guarantee a quick end. If you time this 
attack too late, the ship will get 
around to annihilate you before you’ve 
had time to cripple it, so learn the 
pace of Slave i, and time your run 
accordingly. 


Next Issue: The final part of this 

EXHAUSTIVE GUIDE WILL BE 
REVEALED, INCLUDING THE FINAL 
SHOWDOWN WITH THE SkYHOOK! 

















> DiW^IJr Hunterfiom Acclaim. 
I ^EjfeiyUevel, secret, key and 
1^ Crd'nosepter piece! Look no 
? further 


1 st Level Two Key 

Cross the wooden bridge, climb the 
wall with the green vines and continue 
straight ahead to collect the ist Level 
Two Key. 

To the east of the key is a huge 
wooden gate, with a switch lying on 
the ground, in front of it. Step on the 
switch to drop the gate. 

2 nd Level Two Key 

Heading east, through the now open 
gate you'll eventually be ambushed by 
a soldier hiding in a nook. Take him 
out and climb the vine-covered wall 
behind him. Pick up the 2nd Level Two 
Key and head back down. 

Automatic Shotgun 

You will come across another of The 
Campaigner’s soldiers hiding in 
ambush, soon after picking up the 2nd 
Level Two Key. The wall behind him 


Take a run up from here and leap off 

THE EDGE TO REACH YOUR FIRST SHOTGUN. 


Level 1 


Pistol 

The first thing you need to do 
on this level is pick up the 
automatic pistol and clips. If you 
look up to your left, when you 
are at the start of the wooden 
bridge, you’ll see the pistol 
floating in the centre of a cave. To 
reach it, enter the water on the 
left-hand side of the bridge, 
follow the cliff-face along until 
you can see a cave entrance just 
beneath the surface. Dive in, enter 
the cave and follow the path until 
you reach the pistol. 



j£ _ \ 


Shotgun cartidges can be found just 

LEFT OF THE SHOTGUN ITSELF. 


may not have any vines on it, but you 
can still climb it! At the top of this cliff, 
you’ll find an automatic shotgun and 
shells. However, there’s a 
Campaigner’s Sergeant guarding this 
particular booty, so be careful. 


Shotgun 

Head through the first checkpoint and 
you’ll enter a clearing with what looks 
like a demolished house. Walk up the 
ledges, on either side of the clearing, 
and turn to face the rear of the 
building. Climb the ladder carefully 
until you reach the top. Slowly from 
one end of the wall to the other, 
picking up the ammo, and then do a 
running jump off the wall onto the 
shotgun floating in the air above you. 
Then it’s just a simple matter of taking 
out the two Raptors that guard the 
teleport... easy, huh? 


Checkpoint Two 

After killing the couple of soldiers who 
attack you after exiting the teleporter 
you’ll come to the end of a cliff-face. 
Falling off here won’t kill you... you’ll 
just get a little wet! What you need to 
do here is jump from pillar-to-pillar, 
collecting the lifeforce bonuses as you 
go, until you reach the second 
checkpoint. If you are having trouble 
getting the hang of jumping, turn on 
your in-built map, and aim to land the 
map’s Turok-kon on the centre of each 
pillar-icon. This technique will save a 
lot of frustration and will also make 
your jumps more accurate. 

Tek Arrows 

Standing at the second checkpoint, 
take a running jump towards the vined 
wall at the other end of the ravine. 
Then climb up to the top, picking up 
the lifeforce bonuses as you go. When 
you reach the top, you’ll notice a 
quarrel of Tek arrows dangling in front 
of you. They are there for a very good 
reason. The instant you pick them up a 
Pur-lin will fall from the sky and 
immediately attack you. Before he 
knocks you back down the ravine, take 
him out with three well-aimed Tek 
arrows to the stomach. 
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1st Save Point 

After killing the Pur-Lin, climb the 
platforms that appear behind him and 
follow the path until you reach a vine 
covered wall. Climb this wall, walk 
across the log path and jump onto the 
platform in front of you with the ist 
save point. Head west onto the other 
log path and youMl come across two 
soldiers guarding some health and 
ammo. Head back to the save point, 
but this time take the north-facing log 
path. Obviously don’t jump into the 
lava pool in this clearing as you’ll end 
up chargrilled! Instead, for every 
soldier you kill in this area, a step 
conveniently pops up from the lava. 
Use these to make your way up to the 
second teleport. 










Get past this guy and climb the vines 


FOR THE FIRST LEVEL KEY ON LEVEL ONE. 


3rd Level Two Key 

The teleporter will deposit you back to 
the area where you picked up your first 
key. This time, however, when you step 
on the switch in front of the teleporter, 
the wooden gate blocking the western 
path will open. Head down the path 
and climb the ladders on each platform 
until you come to a ledge, circling a 
central island. Now would be a good 
time to take out the grenade-lobbing 
soldiers on the island with your trusty 
Tek arrows (if you’ve any left) or 
shotgun. The 3rd Level Two Key is on 
this island, but it will be in your best 
interest to take out the Pur-lin that 
guards the cave to the north. After 
you’ve disposed of this chubby-chappy, 
do a running jump onto the island and 
pick up the last of the Level Two keys. 



Bonus Levels 

Bonus 1 Bonus 2 

The aim of this bonus level is to Pick up the 

pick up the Ultra Health located shotgun. Turn ^ 

on top of the rafters. To get to it on your map 

you’ll have to head straight ahead, and navigate your way from platform¬ 
avoiding the swinging blades, and to-platform, taking out the grenade- 

climb up the pillars at the other lobbing soldiers along the way. Pick 

end. Walk across the rafters - take up the two health 25+’s and the box 

your time • and claim your prize. of shells before exiting. 


There is a save point right next 

TO THE PORTALS. 

Head through the checkpoint, kill off _ 


3rd Level Three Key 


Spiritual 

Invincibility 

Climb the vine covered wall and enter 
the cave. This place is crawling with 
Leapers so it’s best not to hang 
around here for too long. Navigate 
your way through with the map and 
take out any unfortunate Leapers with 
your pistol. If you’re luck you’ll be 
able to enter the teleporter at the end 
of the cave without running into the 
Leaper Leader. Drop down from the 
teleporter, through the checkpoint and 
enter the village. The Spiritual 
Invincibility is on the second floor of 
the ruined house. 

1st Level Three Key 

Follow the log path to a pillar with a 
ladder propped against it. Climb up it 
and do a running jump to the adjacent 
platform. It’s then a simple matter of 
jumping from column-to-column and 
entering the teleport. The area you 
find yourself in is crawling with bugs 
so get out your knife and do some 
sllcing-and-dicing. Pick up the 
explosive shells and dive into the pool 
to collect a Full Health before leaving 
through the teleporter. The 1st Level 
Three Key is In the right-hand alcove. 
Head into the water, avoid the Leapers 
and pick up the Assault Rifle before 
heading back to the exit teleport. 

1st Chronoscepter 
Piece & 2nd Level 
Three Key 

After taking the previous teleporter, 
you’ll find yourself in a maze made 
from tall grey pillars. Your map won’t 
work here, but don’t panic, it is easy 
to navigate your way around here. 

Use your knife to kill the bugs and 
head for the three rings on the 
outside of the maze. One holds the 
1st Chronoscepter Piece; the other 
the 2nd Level Three Key; and the 
final one is your teleport out. 


The last level key is on an island with 

TWO GUARDS. 


the soldiers on the ground and on the 
platforms above you. Use the ladders 
until you reach the top of the 
structure. Before jumping down the 
mine shaft equip yourself with the 
knife... there are bugs ahoy! Make 
your way through the mine until you 
reach some water. Dive in and swim 
until you reach the pillars, jump from 
pillar-to-pillar until you reach the 
top. Waiting for you will be the 3rd 
Level Three Key and a teleporter. 


The Hub Ruins 

After exiting the mine, take the 
next two teleports which will bring 
you to the outskirts of the Hub 
Ruins. Load up your Tek arrows 
and take out the Pur-Lin guarding 
the end of the tunnel. Once that’s 
done you are free to enter the 
Hub Ruins and complete Level 
One. 
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Level 2: The lungle 


The Wooden Bridge 

Soon after you start this level, youMl 
come across four pillars, buried low 
into the ground. Step on the first one 
and watch the others rise, giving you 
access to the ledge above. Follow the 
path along until you come to the 
broken wooden bridge. At the first 
break, jump down to the right and 
climb the cliff to gain some extra 
Lifeforce bonuses, jump down 
between the two pillars and you’ll 
land in a pool with some extra 
goodies, take a right from where you 
land to return to the start of the 
wooden bridge. Towards the end of 
the bridge there is a cave entrance 
burrowed into the side of the cliff. 
Enter this, jump onto the plateau 
below to use the teleporter and pick 
up the ten point Lifeforce bonus. 



The first level four key is found here. 

JUST AT THE END OF A CAVE COIMPLEX. 


1st Level Four Key 

At the end of the bridge go around the 
ruins to the edge of the plateau. Drop 
off the edge to the bridge below and 
follow it around to a secret area. The 
teleporter returns you to the ruins. 
Head through the checkpoint and 
enter the water. Swim quickly through 
the underwater cave, using the map, 
before you run out of air. Collect the 
first key of the level at the other end 
of the cave. 

Assault Rifle 

Follow the path, until you reach 
another set of ruins, set on different 
levels. Head for the higher plateau 





and jump from pillar-to-pillar to reach 
the top of the building on the lower 
level. You should now be able to do a 
running jump into the cave, facing 
east, which has an assault rifle. Head 
south for the Save Point and 
Checkpoint. 


the stone path with the two statues. 
Hang a sharp left after crossing the 
path and climb the cliff-face. Step on 
the switch inside the temple to open a 
secret passage outside. The teleporter 
inside the passage will take you to the 
Spiritual Invincibility. 


2nd Chronoscepter 
Piece 

Head south from the temple and use 
you map to jump to the two lower 
plateaus. The second houses the 2nd 
Chronoscepter piece. Before you jump 
off from here, make sure you head to 




This secret cave is full of bugs, but 

INSIDE IS THA ASSAULT RIFLE. 


Just after you see a key in a wall, 

DROP DOWN HERE TO FIND A SECRET AREA. 


Save points often come with guards 

JUST AROUND THE CORNER. WATCH IT. 

Secret Area 

After the Checkpoint follow the bend to 
the left - where you see the shotgun - 
but be aware that the minute you pick it 
up you’ll be ambushed by two Pur-lins. 
The first you can’t miss (he’s in front of 
you) but kill him quick as the other 
one’s coming at you from behind! After 
dispatching the terrible twins the path 
will widen out. Double back on yourself, 
walking around the single ruin and 
you’ll see the entrance to a secret cave. 
Get out your knife as it’s full of bugs. 
The map doesn’t work in here (’cos it’s 
a secret area) but it is fairly short and 
sweet. Pick up the assault rifle and Full 
Health and head back out. 

Spiritual 

Invincibility 

Head up the plateau until you reach 



Another piece of the Chronosepter found, only six more to go. 


Grenade throwing guards are 

DANGEROUS. PICK THEM OFF FIRST. 



the west facing ledge, for the Lifeforce 
bonuses. 

2nd Level Four Key 

Head through the Checkpoint and 
follow the steps around the cliffs (use 
you map to guide you through the 
jumps). Follow the path until you can 
see the 2nd Level Four Key, in a cave, 
across the ravine. To the south, you 



Drop down when you see the level 

FOUR KEY AND YOU'LL REACH THIS AREA. 
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can see the tops of some trees just touching the 
top of the plateau. Fall off the ledge on top of 
them and youMI land on a lower plateau. Enter 
the cave, follow the path, jump across the ravine 
into the other cave and pick up the 2nd Level 
Four Key. jump across the ravine and follow the 
path round to the teleporter. 

Automatic Shotgun 
AND Tek Armor 

Exit the teleporter and take out the Sergeant 
guarding the Save Point. Hug the cliff-face 
before you take a running jump over the gap. 
From this point you’ll be able to kill one of the 
Soldiers waiting for you on the other side. To get 
the one which is out of your point-of-view, jump 
across the gap and come In close to the cliff. 

This will allow a convenient avalanche of rocks 
to crush the Soldier without you having to waste 
ammo. Follow the path, avoiding the spring trap 
in the alcove, and head through the Checkpoint. 
As you head up the path, you’ll be able to kill the 
Raptors on the ledge above you, before you 
reach their level. Head into the temple and 
activate the switch in the corner. This opens a 
door on the other side, giving you a nifty 
automatic shotgun and Tek Armour. 


Level 3: The Andent City 




Walk right past the end level portal and carry 

ON ROUND THE PATH TO FIND ANOTHER KEY. 

1st Level Five Key 

Leave the temple, head around the back 
and cross the rope-bridge to the other 
side. There’s a Pur-Lin guarding the 
entrance to the cave. The cave is full of 
twists-and-turns as well as Leapers, so 
grab your pistol and switch on your map! 
Towards the end of the cave you’ll notice 
some goodies trapped behind the 
stalagmites and stalactites. You’ll have 
to come back when you have the 
Grenade Launcher, as it’s the only thing 
that will give you access, jump off the 
cliff, into the water, after exiting the 
cave. Catch a deep breath and dive 
deep into the underwater cave. Don’t 
waste time and energy fighting the 
leapers as a Pur-Lin is waiting for you 
at the cave’s exit. Before you exit the 
level, take the path to the right, 
behind the portal, and pick up the 1st 
Level Five Key. Now you’re ready for 
Level Three. 


Secret 
Area 

Head straight ahead 
from the beginning 
of the level until you 
come to the two rows 
of three columns. 
Diagonally jumping 
onto the columns 
below will result In an 
Ultra Health. Climb 
either one of the two 
sets of steps to reach 
the first part of the 
Ancient City. Remember 
that you can reach 
Lifeforce bonuses, on 
high vantage points, by 
jumping on them from a 
higher level. The secret 
area is located in the 
pool, between the two 
sets of buildings. Enter 
the water and head toward 
the wall - you’ll notice a 
small gap which you can 
swim under. 

Secret Area 

After you’ve picked up all 
the items from the rooftops 
head on up to the next level 
of the city. When you arrive at 
the top you’ll be faced with 
the back of a pyramid. Head 
around to the front and climb 
its steps. As you face the 
pyramid. If you look to the 
right you’ll notice a crack on 
the eastern side, jump down 
here and you’ll pick up three 
ten point Lifeforce bonuses. 


Spiritual 

Invincibility 

Head back down the pyramid and 
you’ll notice the two buildings on 
either side with cages in them. To 
gain access to these, you will have 
to kill the Pur-Lins, lurking behind 




the buildings. Walk further up until you 
come to the large building with an 
alcove entrance. Floating above the 
alcove is a Spiritual Invincibility. To 
claim this, you have to climb palm tree 
to the left, as you face the Spiritual 
Invincibility. From this vantage point, 
use the map to jump onto the ledge 
beneath the Spiritual Invincibility. 



THEN GO THROUGH HERE TO PROCEED. 

3rd Level Four Key 

Enter the building where you picked up 
the Spiritual Invincibility from. Inside 
there is a teleporter and a Save Point, 
the latter is guarded by a Sergeant, so 
be careful. The teleporter takes you to 
the top of the building. Use the map to 
hop up onto the ledge and then jump 
down, to the west, onto the nearby 
roof. Head straight ahead and jump 
onto the ledge. You will be ambushed 
several times as you head down the 
ledge, including a couple of Pur-Lins, 
so get the Tek arrows ready. The 3rd 
Level Four Key Is in the building at the 
end of the ledge. 



Use these palm trees to climb up and 

GET THE SPITITUAL INVINCIBILITY. 


Secret Area 

After picking up the 3rd Level Four Key, 
head round the back of the building 
where the Save Point is. Follow the 
sets of steps directly up, until you 
reach the next level of the Ancient City. 
To the upper left ledge, as you enter, 
there’s a Sergeant taking pot shots at 
you. Climb the tallest palm tree and 
jump from the top onto the ledge 
where the Sergeant is. Step on the 
switch he Is guarding to activate the 
steps on the lower level. Check out 



YOU APPEAR IN A TEMPLE WITH A PUR-LIN. 


both temples on either side for 
switches and pick up the goodies 
therein. To get Inside the temple with 
the Pur-Lin you need to head down the 
steps which the switch opened. Take 
the right fork at the crossroads and 
enter the water. Head to the right- 
hand corner and dive under the crack 
in the wall. Follow the path up, until 
you enter the temple where the Pur-Lin 
lies in wait. 

3rd Level Five Key 

Head back to the crossroads 
underneath the steps and head north 
until you reach the teleporter. Enter 
this and head forward when you 
arrive in the new location. The 3rd 
Level Five Key is guarded by a pack of 
Raptors, In the middle of the four sets 
of steps. After picking up the key, 
head straight ahead Into the temple. 
Go down the steps and you will find 
two Pur-Lins guarding access to the 
lower level. Killing them will open the 
doors. The teleport is on the middle 
of the ledge which you need to jump 
onto. 



The East Ledge 

After taking the previous teleporter 
you will find yourself back in the part 
of the city where you picked up the 
Spiritual Invincibility. This time, 
however, the pillars guarding the 
central teleporter have now dropped. 
Enter this teleporter and you will find 
yourself transported to the eastern 
ledge. Mid-way down the ledge you 
will see a large gate. To open this you 
will need to go to the building at the 
end of the ledge. After killing the Pur- 
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We say: Complete and utter solution 
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Lin, hit the switch and run back to the 
gate before it closes. Enter the 
teleporter. 

Secret Area 

Head toward the left of this area and 
you’ll come to a Leaper infested pit. 
Jump down into it. killing the lil’ 
buggers as you go and make it to the 
other end to pick up the Full Health. 
The teleporter here will deposit you 
back to the top of the pit. Head up 
into the temple and dive into the 
moat. Swim through the entrance at 
the bottom and follow the path up to 
the plateau. Follow the path around 
and step on the switches to raise the 
pillars. Again, it would be a good idea 
to use your map to play hop-scotch 
onto the pillars. After the last jump, 
before the path winds up to the next 
level, jump onto the pillar next to the 
house below. This will give you access 
to the rooftop and the Lifeforce 
bonuses on the Secret Area ledge 
behind it. 


exit is a secret area which isn’t indicated on the 
map. You can access this by either following the 
pillars around, or by jumping off the back of the 
temple onto the ledge. The lift next to the wall 
will take you back up to the level exit. 


Level 4: The Rums 



Use YOUR MAP TO JUDGE THE lUMPING 
DISTANCES IN THIS SECRET ZONE. 

3rd Chronoscepter 
Piece 

Head back up to the path and follow 
the bend to the next level. Beware of 
the traps in each of the alcoves to the 
right. So keep to the left as you 
approach. The switch between the 
four pillars opens the entrance to the 
cave below, so jump down, kill the 
Pur-Lin as quick as you can and enter 
the cave. The teleporter inside here 
will take you back up to the switch. 
The next bit is tricky, so make sure 
you use the Save Point. Use the map 
to jump from pillar-to-pillar over the 
bottomless canyon. When you reach 
the t’junction, head left and down. At 
the bottom left corner you will see a 
vine covered wall, jump for this and it 
will lead you to a Pur-Lin and the 3rd 
Chronoscepter Piece. The teleporter 
will take you to the temple in the 
middle of the canyon. Behind the level 


The Hummer boss cars must be vanquished m 

BEFORE YOU TAKE ON THE BLOKE HIMSELF. 

Boss: The Hummers 

1. Before entering the central pit, pick up 
the items in each corner of the moat. To 
begin your confrontation with the 
bosses, touch the forcefield in the centre 

- of the pit. You will first have to 

take down the two Hummers 
(trucks) one at a time. These 
are easy to dispatch with if 
you follow the following 
method. 

2. Avoid getting in front of 
the Hummers as they will 
either drive into you or shoot 
you. 

3. They adopt an easy to 
follow driving circle, so aim 
to get inside that and track 
them round. 

4. Use Tek arrows or your assault rifle 
for the best results. 

Boss: 

Longhunter 

1. With the Hummers out of the way, 
Longhunter enters the fray... and i 
this guy kicks proverbial! There are , 
two ways to dispatch this bad guy. 

2. The first method involves 
running backwards, dodging his 
boomerangs and shooting him 
with Tek arrows or your assault 
rifle. 

3. The other method is to get in | 

close. Longhunter will put away 
his weapons and attempt to kill 
you with his jumping kicks. I 

When he tries this, back off only ^ 
slightly and unleash with a Tek 
arrow or and assault rifle 
barrage. He’ll be flat on his 
back in no time. 

4. With Longhunter dead you 

can now pick up the 3rd Level 
Five Key and Pulse Rifle. l 


1st Level 
Eight Key 

From the start of this level, 
head behind the entrance 
portal and jump off the cliff 
into the water below. Follow 
the left wall of the cliff, 
passing under the bridge, 
until you come to deep 
water. Dive down and follow 
the path into the cave. This is 
infested with Leapers so 
don’t delay and head straight 
for the teleporter at the other 
end of the cave. When you 
arrive at your new destination, 
drop off the end, onto the 
ledge below. Use the map to 
navigate your jumps from ledge 
to ledge. When you reach the 
plateau with a checkpoint, jump 
[ off the edge onto the ledge 
below. The cave has several 
Lifeforce bonuses and a 
teleporter. After entering the 
teleporter, follow the ledge 
around until you return to the 
checkpoint. The items on ledges 
that may seem inaccessible, you 
will be able to reach from the 
higher level. You will eventually 
reach a teleporter at the end of 
this part of the level. Entering this 
will take you back to the entrance 
portal, on the ledge just above it. 

Kill the Sergeant and pick up the 1st 
Level Eight Key. 

2nd Level Six Key 

After picking up the Key, jump off the 
ledge and cross the bridge, killing the 
soldiers either side of you. Continue 
forward until you come to a wall. 
Follow this around to the right until 
you come to the edge of the cliff. To 
the left is a thin path. Follow this 
round until you come to the are with 
the enemy statues. When you enter, 
they will come to life and attack you. 
However, you can save yourself from a 
prize kicking by running away after 
they come to life and let them fight 
amongst themselves. When you think 
it’s safe, steam in and take out the 
winner (usually the Pur-Lin). The switch 
opens the forcefield, giving you access 
to the teleporter. Each of the High 
Priests in this area guard a gate. When 
they die the gates will open and you 
can pick up the 2nd Level Six Key. 
Before leaving through the teleporter, 
there is a secret area to the right as you 
face the teleporter. Walk through the 
wall of that area to enter it. 


Mini Gun 

The teleporter from the last part of the 
level will drop you off by the lava pit 
with the exit portal. If you walk straight 
away from it you will find yourself back 
in the area you walked through to get 
to the statues, but this time, instead of 
heading left, you now need to go 
straight ahead until you reach the 
collapsed bridge. Use you map to fall 
off the edge, onto the right-hand 
surviving support. Down to the right, 
on the other side of the ravine, is a 
path. Do a running jump off the 
support onto this. Follow the path 
round the cliff and climb the vine 
covered wall. You will arrive at the back 
of a building. To get the mini gun on 
the roof, you need to jump onto the 
broken walls and reach it from there. 
There is a Pur-Lin waiting inside the 
building. You now need to jump back 
over to the bridge support on the other 
side, jump from here to the support 
opposite and, from there, onto the 
ledge with the vine covered wall. 



The best way to kill Pur-Lins is to 

STAGGER LEFT AND RIGHT WHILE SHOOTING. 


Invisible Path 

Facing the bridge, head to the right 
and go through the Checkpoint. You’ll 
come to a clearing with a High Priest 
standing on top of a pillar. Kill him and 
hop up the flaming pillars and jump on 
the red pillar. This will now open the 
gate to your right. Head straight down 
this new path, but don’t take the right 
fork yet. Instead continue ahead until 
you reach the temple with the High 
Priest. Kill him and head up the steps. 



Walk on the mysterious glowing 

LIGHTS TO REACITTHIS GRENADE LAUNCHER. 
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Save your game and walk off the edge 
of the temple, toward the ten point 
Lifeforce. Shimmering lights will 
appear beneath you. indicating that you 
are on the invisible path. Follow the 
path through its twists and turns and 
pick up the Grenade Launcher on top of 
the pillar. 



Teleporters on this level will let you ^ 

GRAB THESE HIGH POWER-UPS. 

The Three Pillars 

Facing the pillar, where you picked up 
the grenade launcher, turn right and 
enter the area with the three pillars. 
The switch in front of them will turn 
that particular pillar into a set of 
steps. Now comes the hard part. You 
can either climb up one pillar and 
perform a diagonal jump to the 
others. Or. alternatively, there are 
three teleports in this area that leads 
to each individual pillar and prize. 



Use your knife or the simple pistol to 

KILL THE SMALL FLYING BEETLES. 

1st Level Six Key 

Take the fork you didn’t take when 
you first entered the area. Kill the Pur- 
Lin to open the gate and take the 
teleporter, jump off the ledge into the 
small maze. Use your map to navigate 
your way through it and kill the two 
Sergeants guarding the cave entrance. 
Use your map to navigate the maze, 
killing the bugs and Leapers along the 
way. The end of the maze is guarded 
by a Pur-Lin Mech. who is a little 
tougher to beat than your run-of-the- 
mill Pur-Lin. Prepare to be ambushed 
a couple of times as you enter the 
building. Climb up the steps on either 
side of the building and kill the 
Sergeants to collect the ist Level Six 
Key. The Lifeforce bonuses on the 
surrounding ledges can be reached by 
diagonal jumping. 



I DON'T KNOW WHAT THAT THIS. I HOPE IT'S NOT A 
DEAD HORSE... 




Level 5: The Catacombs 


4th Chronoscepter 
Piece 

Exit the cave by the way you came in and 
climb the vine covered wall to leave the 
maze. Head back into the area where the 
invisible path is and go to the area with the 
eight teleporters arranged in a circle. All but 
one of these teleporters will deposit you in 
a lava pit. Take the far left teleporter, as you 
enter the area, to escape being fried. The 
teleporter will drop you in a pool, jump out 
and drop off the ledge into the maze. Use 
the map to find the secret area with the 
grenade launcher before heading down 
the corridor to the Save Point. Use caution 
as you walk past the first row of fire¬ 
breathing faces and enter the secret area, 
on the right-hand side as the corridor 
bends round. Then head down the 
second part of the corridor to the room 
with the switches. Go straight into the 
other room and kill all the bugs before 
entering the teleporter. You will be 
deposited in front of a waterfall. Take 
the ledge on the outside wall and jump 
off the end onto the top of the 
waterfall. The lift in the middle will 
take you up to the 4th Chronoscepter 
Piece, but be warned that the four 
stone Leapers will come to life when 
you step on the lift. These guys are 
extremely difficult to kill, so don’t 
even try! just pick up the piece and 
jump off the side of the waterfall. Go 
through the teleport and go back to 
the room with the switches. Each 
the four switches temporarily rais 
the pillars. So you’ll need to move 
quickly to reach the top. 


f 2ND Level 
Eight Key 

When you appear at the start 
of the level head behind the 
entrance portal. On the right- 
hand side, as you face the 
ledge, there is a cave with a 
backpack inside it. Collect this 
and then take your first steps 
into the Catacombs. Go 
through either of the switch 
activated doors at the bottom 
of the steps (they lead you into 
the same room) and kill the 
High Priest. Don’t fall into the 
pit he is standing on, you need 
to fill it with water and swim 
down to face this level’s boss 
later. Instead, turn around and 
head up the steps and follow the 
path until you reach the room 
with the swinging blades. 

Carefully walk across across the 
log bridges in both rooms and 
continue along the path. You will 
eventually meet a High Priest, kill 
him and pick up the 2nd Level Eight 
Key. 


Pillar jUMPiNG 


the top, to the right as you 
enter the water, there is a 
ledge, jump onto this and hea 
towards the pillars. To get to 
the other end you need to 
jump on a pillar on the same 
level - or just above - your 
current position. Enter the 
teleporter at the other end 
and you will return to the 
Hub Ruins. 


5th Chronoscepter 
Piece 

Go back to the bottom of the stairs 
where you came in and head right. 
Take the first right, go forward to the 
switch, step on it and enter the room. 
Swim through the brown water - 
avoiding the Leapers as best you can - 
and exit at the other side. Turn right 
and crawl through the drain at the 
bottom of the wall. Step on the switch 
in the room you arrive in and exit 
through the open door. Turn left and 
keep an eye-out for another drain on the 
right-facing wall. There are a number of 
dead-ends in this passage so follow this 
route. First right, next left and then right 
again. Enter the water filled corridor and, 
at the end, defeat the High Priest. Once 
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So THAT'LL BE THE NEXT PART OF THE 

Chronosepter then. 

he is beaten, pick up the 5th 
Chronoscepter Piece and exit by the 
drain you came in. 

Main Switch Room 

After coming out of the drain, head 
right, down the path. You’ll come into 
a room with Ancient Warriors taking 
pot-shots at you from above, on 
ledges. Take the steps up and walk 
across the ledge to the other end of 
the room. You’ll come to an adjacent 
room with Lifeforce bonuses scaling 
the wall. There are footholds on the 
wall so you can climb up. At the top, 
use the Save Point and turn around to 
face into the room. The Health 
bonuses that trail down lead into a 
teleporter, so jump down onto this. 
You will now find yourself transported 
into the Main Switch room. Step on 
the switch in front of you and one of 
the pillars in the tar rises up. You need 
to get to the left and right-hand sides 
of the room and activate the switches 
to create a staircase to the room 
opposite. 



This Shaman guards the main room in the 

CATACOMBS. HE USES FIRE TO ATTACK YOU. 


Look BEHIND YOU AT THE SAVE POINT AND 
you'll discover this hidden teleporter. 

Spiritual 

Invincibility 

Turn right down the stairs, out of the 
Switch room and follow the path, 
killing the Leapers and Ancient 
Warriors as you go. On your way 
through these tunnels there are a 
number of areas where Pur-Lins will 
come bursting through a wall to attack 
you - so be well prepared! After killing 
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the first Pur-Lin you are ambushed by, 
head through the tunnel where he 
came from and kill the High Priest at 
the other end. The Spiritual 
Invincibility is on the wall above him. 
Turn around to face the direction you 
came into the tunnel and take the 
right fork. You will find yourself back 
In the Switch room so activate the next 
switch. 



HEAD LIKE GLUE. USE THE PISTOL. 

Particle Accelerator 

Head back the way you came until you 
are back in the tunnel where the first 
Pur-LIn ambushed you. Turn right and 
follow the path round until you reach 
the steps leading down into a Leaper 
infested pool. At the top of these 
steps, look down to the right and 
you'll see a ledge. Jump onto this and 
activate the switch. Now dive Into the 
water and follow the path until you 
reach the particle accelerator. 



3rd Level Six Key 

After picking up the particle 
accelerator you know have to head 
back to where you arrived at the Main 
Switch room. This time, however, you 
now take the left path. Follow the 



The Mantis boss spits acid at you if you remain the same place for too long. Use 

EXPLOSIVE SHELLS AND TEK ARROWS IF YOU HAVE THEM. IT WILL ALSO BREAK DOWN WALLS. 


winding path until you reach the left 
side of the Main Switch room. Activate 
the switch and you can now jump up 
the pillars to the Ultra Health. Follow 
this new path until you come to the 
teleporter. Unsurprisingly, this is 
guarded by a High Priest. The 
teleporter will take you outside. 

Follow the wall around to the right and 
head down the hill. Go through the 
Checkpoint, up the stairs and into the 
water. Face the side of the central 
structure with the footholds. You will 
have to jump onto these, as It is 
difficult to grab hold by swimming into 
them. Pick up the 3rd Level Six Key at 
the top of the structure. 



The Mantis boss likes it up close and 
PERSONAL. Get out now! 
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Stomp on these pressure plates to 

GRADUALLY CREATE A SET OF STAIRS. 


|UST WHEN YOU THINK YOU’RE GONNA GET 
THE LEVEL EIGHT KEY. MANTIS APPEARS. 


Boss: Mantis 

jump from the structure onto the 
switch below. This will drain the 
water out of the pit and into the 
Catacombs. Follow the water and 
enter the drain which will take 
you to the pit at the first part of 
the game. Dive down to the 
bottom and follow the tunnel 
until you reach the Portal. Save 
your game and prepare for 
battle! The stone statue, 
behind the 3rd Level Eight Key 
Is the Mantis. As you approach 
the key, it will fall into the 
floor and Mantis will spring 
into life. The best thing to do 
is run backwards and keep 
Mantis in you sights. The 
best weapon to use at this 
stage Is the mini gun or 
pulse rifle. Eventually he’ll 
flash green and fly off, 
knocking all the walls down 
as he goes. Don’t lose your 
cool. Keep running 
backwards off-loading 
grenades, Tek arrows, 
mini gun rounds, 
whatever you have at the 
time. There are supplies 
dotted around the area, 
but don’t be distracted! 

As Mantis will more 
than likely descend 
from the ceiling, 
spewing some toxic 
gunk all over you. With 
Mantis dead, you are ^ 
now free to pick up 
the 3rd Level Eight 
Key and exit the 
Catacombs. 




Drop down here to teleport to the next area, or try 

FOR A LEDGE ON THE OTHER SIDE OF THE CANYON. 








Tvirok: Dinosau 


r huryter 



secret cove, between the cliffs. Hidden 
in the water is an alien weapon, 
carelessly left behind by one of the 
bad guys. It’s payback time! 


As ALWAYS. THE OVERLAID MAP IS THE 
REST WAY TO JUDGE JUMPING DISTANCES. 

teleporter. Take your time and 
carefully find the nearest ledge/island 
to jump to. You will have to use your 
sniping skills to take out the Soldiers 
and Sergeants in the caves and on 
ledges. Eventually you will reach an 
island with a pit in the centre. A 
teleporter is at the bottom of this pit 
and it will take you across to the other 
side of the ravine. From here it is a 
relatively simple matter of hopping 
from island to island (without getting 
impaled on the spikes) to the exit 
teleporter. 



Once dead, the gates behind this Pur¬ 
lin WILL OPEN. 


Alien Weapon 

The teleporter will deposit you on an 
island with a Checkpoint. You will 
have to go through this and jump 
down onto the island below. However, 
there is a gate protected by a Pur-Lin 
Mech, so jump down ready to fight. 
After dispatching this particular bad 
guy you can now go through the gate 
into the water and face a new enemy: 
the Alien Infantry. They are patrolling 
the Islands, surrounding the water, 
and are easily taken out with a few 
rounds from your assault rifle. 
However, try not to get in their line of 
fire or you could find yourself on the 
business end of an alien weapon. 
Toward the end of this area there is an 
island dominated by a large tree with 
gnarled roots. Come back here In a 
moment, but first go over this and 
continue onto the next Island. There is 
a Save Point tucked away in the 
corner. Facing back the way you came 
in, turn left and dive down into the 



Climb up through the centre of this 

TREE TO REACH THE VILLAGE ABOVE. 


3rd Level Seven Key 

The large tree on the island is hollow. 
Swim underneath and climb up it until 
you reach the top. Follow the wooden 
path until you reach the second large 
platform. Killing the High Priest will 
open the wall to the left. Continue 
through here until you come to the 
Checkpoint before the crossroads. 

Turn right at the crossroads and follow 
the path until you reach the hut 
guarded by Sergeants. The 3rd Level 
Seven Key is within the hut. After 
picking it up, head back to the 
crossroads. 

Exit Teleporter 

When you arrive back at the 
crossroads, you can either continue 
straight ahead or turn right. The latter 
path will lead you to a Full Health, but 
it is guarded by several High Priests, 
so you’ll have to ask yourself whether 
it’s worth the risk. Continuing straight 
ahead will eventually reach a chasm 
with a number of columns. Jumping on 
one column causes it to rise, so that 
you can jump onto the others. 
Continue straight ahead when you 
reach the other side and you’ll reach a 
Save Point and the exit teleporter. 

Spiritual 

iNViNCIBILITY 

After exiting the teleporter follow the 
path round, keeping an eye-out for a 
Pur-Lin ambush. Before opening the 
gate, pick up the Spiritual Invincibility 
as three Pur-Lins are waiting for you 
on the other side. 

2nd Level Seven Key 

Follow the path until you reach the 
area with all the huts. There are a lot 
of supplies to be had here but, of 
course, it is well defended by Ancient 
Warriors. Continue on the trail and kill 


the Pur-Lin to open the gate he Is guarding. 
When you reach the rope bridge, jump down to 
the left ledge. Jump to the next ledge and enter 
the cave. Carry on up the hill, pick up the 
rockets and jump to the next platform to pick up 
the 2nd Level Seven Key. To get back to the rope 
bridge from here, you need to jump toward the 
broken bridge on the left. 


The Lost 
Land 



Turn left at the rope bridge and leap over to 

A LEDGE WHICH CAN BE SEEN ON YOUR MAP. 


1st Level Seven Key 

Cross the rope bridge and go up the hill 
until you reach the building. There is a 
lower ledge beneath the building with a 
teleporter that leads to the centre hut. 
Waiting for you there is a rocket launcher. 
After collecting this item, return to the big 
building and enter the teleporter, you will 
appear in a cave. Exit the cave and follow 
the path down the hill. Defeating the 
High Priest that waits for you will open 
the gate behind him. Go through the 
gate, follow the path and pick up the 1st 
Level Seven Key. 

6th 

Chronoscepter 
Piece 

After picking up the last key, head 
down the hill and follow the path to 
the rope bridge. Cross the bridge, but 
before exiting through the portal, go 
to the left and jump down onto the 
lower ledge. Jump form here, to the 
next ledge and pick up the 6th 
Chronoscepter Piece. You have now 
completed Level Six and can exit 
through the portal. 


Fusion Cannon 

f From the beginning of the 
level, follow the path until 
you reach the cave with 
skulls In front of it. Pass 
through the Checkpoint into 
the teleporter. You will 
appear in an area over-run 
with Allen Infantry. Each one 
of them that you kill causes a 
pillar to rise in the central pit. 
Jump from plllar-to-plllar and 
enter the teleporter at the 
other end. Walk forward at the 
other end to lower the logs. 
Continue on the path and pass 
through the next Checkpoint. 
Keep to the left of this area and 
fall off onto the ledge with a 
switch. Activate the switch and 
climb up the vine covered wall to 
the new opened path. Kill the 
Demon and Demon Lords to pick 
up the Ultra Health. Pass through 
the cave and jump down to the 
next platform on the right. Kill the 
Triceratops to cause several 
platforms to drop down so you can 
reach the ledge above. Jump from 
platform-to-platform to collect the 
fusion cannon. 


Go MST THE EXIT OF THIS LEVEL AND 
DOWN A VINE FOR A CHRONOSEPTER PIECE. ~ 


Expect anything in the Lost World - 
EVEN more dinosaurs IN FACT! 

1st Save Point 

After collecting the fusion cannon, jump 
back to where you came and continue 
straight ahead. Kill the Demon Lord to 
summon a chain of platforms. These will 
enable you to reach the teleporter at the 
other end. When you appear at the other 
end, go forward to the wall and turn left. 
Jumping up to the next section will bring 
you to the Save Point. 

7th Chronoscepter 
Piece 

From the Save Point, turn around and 
head back the way you came. Jump over 


We soy: Complete and utter solution 







magazine Volume 2 


Playing Guide 


to the next section and follow the wall 
to the left. There is a fake lava pit 
which has a fusion cannon at the 
bottom. After picking this up, head 
across to you right and pick up the 
Spiritual Invincibility. Then continue 
to your left until you reach a large 
drop. Leap off here and follow the 
stairs into the cave. Go forward 
through the Checkpoint and head up 
the hill. When you reach the area with 
the pillars moving up and down jump 
into the lava and follow the left wall 
to the platform. Get out of the lava 
and head forward until you reach a 
pool. It may look like lava but it*s safe 
to jump into. Dive down and swim 
through the cave until you reach the 
other side. Quickly break the surface 
and exit the pool. Continue through 
the cave and pick up the 7th 
Chronoscepter Piece. 



This long line of platforms leads to 

ANOTHER TELEPORTER. USE YOUR MAP. 


4th Level Eight Key 

Return back through the underwater 
cave to the area with the moving 
pillars, jump up to the top of this 
area. You now need to jump onto 
another set of pillars and kill the 
Demon Lords. Waiting for you at the 
end is the 4th Level Eight Key. Exit 
the area through the adjacent 
teleporter. 



POINT - PITY THAT PUR-LIN'S IN THE WAY! 


The Subterraneans 

From the teleporter, head to the right. 
Climb the cliff and fight the 
Subterraneans that erupt from 
beneath the ground. Keep to the edge 


of the cliff if the action gets on top of 
you. Enter the teleporter^t the other 
end of this area. Pick up the Tek 
armour and then kill all the 
Subterraneans. When they are 
defeated, you can leave the area. The 
second teleporter will transport you to 
the fortress on the other side of the 
ravine. 



5th Level Eight Key 

The previous teleporter will deposit 
you in an area crawling with Alien 
Infantry. Head forward through the 
Checkpoint and follow the right-hand 
wall until you reach a switch. Activate 
the switch and quickly head back to 
the Checkpoint. You will find 



AHEAD TO FINISH THIS SECRET ROUTE. 


temporary access to a new path. Follow 
this route until pick up the 5th Level 
Eight Key. 



Extra Weapons 

After collecting the 5th Level Eight Key, 
turn right and collect the Spiritual 
Invincibility. This will make your 
journey through the Raptor Mechs 
slightly more palatable, you will reach 
a teleporter by a chasm. Enter this and 
then face the way you came and jump 
from pillar-to-pillar. There are a 
number of powerful weapons on the 
pillars which you are going to need. 
Once you’ve picked them up, head 
back and exit through the teleporter 
at the end of the area. 


The Final 
Confrontation 


Ultra Health 

Head forward from the beginning 
of the level and follow the right- 
hand wall until you reach the 
chasm. Follow this round, pick up 
the tek armor and jump onto the 
ledge to the other side. Follow this 
ledge round and pick up the Ultra 
Health. Head back to the area you 
came from. 


8th Chronscepter 


Piece 

Head forward from the teleporter 
until you reach a gap before a 
structure. Hit the switch at the 
front of this structure to activate 
the lift at the back. You will need 
to run fast to get on the lift, or it 
will reset before you get there. 
You can reach the opposite 
platform by doing a diagonal 
•jump. Continue along the path, 
pick up the 8th Chronoscepter 
Piece and stop when you reach 
the stairs. Before climbing 
them, jump off onto the ledge 
below. Kill the Demon Lords 
and pick up the special items. 
Continue straight ahead up 
the stairs and enter the water 
at the other end. This vantage 
point may offer you some 
protection from the Attack 
Robots. The level exit portal 
is at the end of this area. 


A , 0 ^ 



Do YOU TRY THE HARD WAY AND JUMP ACROSS THESE PLATFORMS AND GO UP THE 
VINE, OR TAKE THE SECRET ROUTE JUST BEFORE THIS? 
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The main enemy you will encounter on this level are ||H 











Twrok: Dmosaur Hunter 



There are many red droids on this 

LEVEL AND IT LOOKS LIKE THE SET OF AlIEN! 


Spiritual 

Invincibility 

Walk through the series of doors and 
you will eventually come to a Save 
Point. Go down the nearby elevator 
and enter the lava-filled room with a 
Pur-Lin. Hit the switch in this room to 
open a door back out in the hall. 
Follow this new path and enter the 
teleporter. You can now collect the 
four weapons you saw in the room 
earlier. After collecting them, enter the 
room and pick up the tek armor. Exit 
the room at the opposite side and 
follow the corridor until you reach 
another room, jump from pillar-to- 
pillar to reach the center island. Jump 
to the corridor on the other side and 
follow the path over the pit. You will 
come to a junction at the end of the 
path. On the left-hand side is the 
Spiritual Invincibility. 



The swamp areas in the fortress 

USUALLY HARBOUR KILLER CRABS! 


Secret Area 

After collecting the Spiritual 
Invincibility, go through the 
Checkpoint and follow the right wall 
to a corridor. Go through the corridor 
to a large room. In this room, defeat 
the two Pur-Lins who rise out of the 
center. When they are dead, the wall 
at the back of the island lowers so 
that you can continue on your journey. 
At the end of this corridor Is a 
teleporter. At the new location, walk 
forward to the junction and continue 
straight ahead. Diagonally jump from 
pillar-to-plllar. On the highest 
platform, jump Into the secret area on 


the right-hand side. There is a fake 
wall here that you have to jump 
through. 



PRESS JUMP AND YOU FLOAT UPWARDS. 


Sludge Beast 

After the secret area, take the 
elevator in the nearby room with the 
Allen Infantry. Go around the corner 
and turn left to continue on to the 
Save Point. From here, take the 
stairs and follow the only path you 
can until you reach the water-filled 
room. Go through the left corridor 
and when you come to the open 
room, fall off the platform to the left. 
This is home to the Sludge Beast. 
This is the one and only time you get 
to confront him, so make the most of 
it. 



3rd Save Point 

Before you enter the teleporter in 
the large adjacent room, check it 
thoroughly for weapons and power- 
ups. The largest weapons cache is 
on the lowest floor. When you’re 
done, enter the teleport. When you 
materialise, pass through the 
Checkpoint and carefully dodge the 
laser trap. Continue down the 
corridor and drop down Into the hole 
that opens in the floor. Follow the 
path until you reach the force lift. 
Using this Is similar to the waterfall 
in Level Four. Step into It and float to 
the top. Now walk forward into the 
large room. Take the left turning and 
float up the different force lifts and 
you will reach the Save Point. 



The Final Run 

From the Save Point, turn left and float 
up the force lift. Follow the path until 
you reach the room with the robot. Head 
forward and follow the right wall to the 
maze with the pillars. Follow the right- 
hand wall and take the first corridor you 
come to. Dodge the laser trap and enter 
the force lift at the other end. Float to 
the top, go through the passage and the 
Checkpoint. There are a lot of enemies 
as well as ammo here, so be careful. 
Follow the left wall into a corridor and 
pass on through to another force lift. 
Float up to the passage at the top. 
Continue forward, pass the Checkpoint 
and cross the bridge. In the next room 
go straight ahead and take the force lift 
up. Collect as much ammo as you can in 
the adjacent room as it’s now time to 
face The Campaigner’s T-Rex. 

Boss: T-Rex 

At the beginning of this confrontation, 
shoot as much of your fusion cannon as 
you can, at the T-Rex. Now circle the T- 
Rex and off-load every other weapon 
you have (excluding ordinary shotgun 
shells and arrows) into Its hide. When 


the T-Rex lets loose with its flame breath 
run as fast as you can away from the 
blast. There are ammo top-ups in the 
walkway surrounding the arena if things 
get desperate (and they probably will!). 
You can also use the walkway to attack 
the T-Rex from above. With the T-Rex 
defeated, you pick up the final part of 
the Chronoscepter. 

Boss: The 
Campaigner 

As soon as The Campaigner appears, 
shoot him with the Chronoscepter. If you 
connect with all three shots, the fight 
will end quickly. However, If he’s still 
standing, the next weapon of choice will 
be you rapid-fire Items (assault rifle and 
the mini gun are good). Always keep The 
Campaigner In your sights and continue 
to move backwards away from him. Do 
not use the fusion cannon, as The 
Campaigner simply laughs and you’re 
suddenly left holding the knife. There 
are some extra ammo supplies dotted 
around the arena so make use of these. 
Once you’ve finished him off, you can sit 
back and watch the end cut-sequence. 




n 

Q) 

E 

3 

I 

( 1 > 

C 

’n 

03 

bo 

03 

E 

















magazine Volume 2 




Playing Guide 




SUEERIVW 



Prepare for the solution of the 
century - all 120 stars and a 
COMPLETE guide to the bosses. 
Course 1 was covered last issue. 

Start right here for the rest... 


WHOMP'S 

FORTRESS 


Entry Requirement: 1 Star 
Location: Second door on right in 
Main Hallway of Princess Toadstool’s 
Castle. 

Description: A large grey and brown 
fortress floating in the sky, surrounded 
by three rotating green platforms. It’s 
all a monument to paving stones, 
those things which are used to build 
houses, even roads to be walked 
upon, yet no-one ever says thanks. Big 
Whomp, a huge ambling slab of 


concrete would probably like you to 
think he was the main hazard - he 
aims to crush Mario just for fun - but 
in fact the main danger is really the 
sky below. Lose your footing in the 
wrong place and Mario will quickly fall 
to his doom! Whomp’s Fortress is also 
one of the most noteable ‘changeling’ 
courses. Defeat Big Whomp and a 
large tower will appear at the top of 
the fortress! 


Chip OFF 
Whomp’s Block 

Star 1 

Objective: Defeat Giant Whomp at 
the top of Whomp’s Fortress. 
Guide: To bypass the first hazard 
(moving blocks and platforms), 
stand on the grass by the corner of 
the stone wall. Do a backflip onto 
the concrete wall and walk up it. 
Turn left and slowly tiptoe toward 
the sleeping Piranha Plant. If you 



AVOID THE Moving Blocks by 
DOING A BACKFLIP HERE - CROUCH 
USING THE Z BUTTON THEN PRESS i 
JUMP TO REACH THE TOP. 


I 


move quickly, or get too close, the 
Piranha Plant will awake and attack 
you. However, if sleeping, the Piranha 
Plant can be defeated by a single 
punch at close range. Follow the path 
around and tiptoe on the narrow ledge 
to a second .Piranha Plant. There’s a 
rotating wood platform before you. The 
trick is to walk quickly but carefully to 
the circular end, about which it rotates. 
If you’re too slow, the stone section on 
the right will push you off. Walk from 
the centre over to the other side. You’ll 
need meet a Small Whomp, although 
even it is substantially bigger than 
Mario. Although you can simply run 
around him, defeating the Small 
Whomp is good practice for Big 
Whomp. Both attack by slowly moving 
toward you, then quickly falling down 
in an attempt to crush Mario. You must 
wait until the Small Whomp stops 
walking, pausing for a second before 
falling. During this pause, sidestep the 
Whomp and when it falls over, bottom 







Super Mcirio^^ 



To THE Top of the Fortress 

Star 2 

Objective: Go to the top of the Fortress. 

Guide: Follow the same path to top of the Fortress as for Star i. Now that 
Giant Whomp has been 
defeated, a small tower has 
appeared. Watch out for the 
cannon shells fired by a steel 
block and jump onto the first 
tower platform. Now make you 
way around and up. The second, 
fourth and sixth platforms are 
constantly moving into and out 
of the tower, so be careful with 
them. The final platform acts 
like a lift, carrying you to the top 
of the Tower where you can 
collect Star 2! 



Shoot INTO THE 
Wild Blue 

Star 3 

Objective: Use cannon to get to Star 
hidden on small platform on left side 
of platform. 

Guide: Backflip onto the stone 



bounce it once to defeat him. You’ll 
meet a second Small Whomp, after 
which are two rotating checkerboard 
platforms which you can use to 
reach the top of the Fortress. You’ll 
have a quick chat with Giant 
Whomp, and then the fight begins. 

Besides being careful not to be 
flattened, watch out for being 
pushed off the Fortress or 
accidentally walking off when Giant 
Whomp obscures your view. If you 
do fall off. Giant Whomp’s strength 
will be restored to full. 


pathway as before, but go left and 
across the shallow pool of water. Now 
go down the slope and talk to pink 
Bob-omb Buddy to activate the 
Cannon. Before jumping into the 
Cannon, walk past the Bob-omb and 
look at the Star which is above the 
bottom brown brick platform ahead. 
Now jump into the Cannon. You won’t 
be able to see the Star, so aim just 
below the point where the flagpole 
emerges from the top brown platform. 
The cursor triangles should line up with 
the flagpole and brick platform, with 
the middle area targeted at the brick. 
With gravity’s pull, you should arrive 
just on top of the middle platform and 
grab hold of a short stone pole. Slide 
down this onto the bottom platform. Be 
careful when dismounting the pole not 
to run off the edge! Carefully collect 
Star 3 to finish this challenge. 



Red Coins on the 
Floating Isle 

Star 4 

Objective: Collect all eight Red Coins. 
Guide: Coins can be collected in any 
order, but this is our recommended 
method. 

Red Coin 1: Above Concrete Moving 
Platform. 

From the start, follow the dirt track, 
jump over the first Moving Platform 
and jump to collect Red Coin floating 
about second Moving Platform. 

Red Coin 2: Above Blue Thwomp. 
Back-flip onto Stone path and go up so 
you’re above the nearest Blue 
Thwomp. Go down a step and stand 
with your back to Thwomp. Backflip to 
land on top of it. 

Red Coin 3: Behind Piranha Plant. 
Backflip onto Stone path as normal, 
now grab third Red Coin from behind 
Piranha Plant. 

Red Coin 4: Narrow Ledge between 
Piranha Plants. 

Red Coin 5 : Rotating Wooden 
Platform. 

Follow normal route to rotating 
platform. Stand on its tip as it rotates 



backwards to collect Red Coin. 

Red Coin 6: Stone Slope. 

Backflip onto Stone path, turn left and 
go into Shallow Pool. On the right, 
there’s a stone slope. Run up and jump 
to grab a floating Red Coin. 

Red Coin 7: Floating Brick Square. 

Go up to the top of the Fortress, jump 
and kick to knock vertical wooden 
plank over so it forms a bridge to 
Floating Isle. Walk over and collect 
Red Coin. 

Red Coin 8: Third Floating Isle. 

As for Red Coin 7, but leap from 
Floating Brick Square to first Rotating 
Green Isle and from there to Second 
and finally third Rotating Isle. 


O 


Fall onto The Caged Island 


Star 5 

Objective: Collect Star from inside 
Caged Island floating near fortress. 
Guide: After you’ve collected Star 2, 
an owl appears in the tree near the 
start. Climb into the tree and the owl 
will appear, jump up and hold down 
‘A’ as long as you want to be carried. 
You can gently guide the owl’s flight 
path, but be careful, after a while It 
will tire and drop you. 



Blast Away the Wall 

Star 6 

Objective: Smash away part of a wall 
to reveal a Star! 

Guide: Backflip onto the stone 
pathway as before, but go left and 
across water. Now go down slope and 
jump into the Cannon. Aim right so you 
see the rotating wooden platform. 
Place the cross-hairs carefully at the 
corner of the wall furthest away from 
you. Aim with the bottom-tip of the 
cursor on the top edge of the wall. 
Mario should shatter the corner, 
revealing a Star. You can collect the 
Star either by shooting Mario at it, or 
by simply climbing backup the 
mountain to the rotating platform. The 
Star will be easily visible and can be 
collected by simply walking over to It. 


Collect 100 Coins 

Star 7 

Objective: Find and collect 100 Coins 
(or equivalent). 

Guide: As always, the method for 
collecting the 8 Red Coins (Star 4) is a 
good starting point. It’s also useful 
since the owl will be available to help 
out! 

Maximum Coin Score: 141 Yellow 
Coins (or equivalent) 

48 Yellow Coins out in the open. 

16 Yellow Coins on floating platforms 
8 Red Coins (16 Yellow Coins) located 
as above (Star 4). 

4 Blue Coins (20 Yellow Coins) hidden 
in Blue Block 

6 Yellow Coins hidden inside Crates. 
35 Yellow Coins won by defeating 
enemies. 
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P]aymg Guide 


JOLLY ROGER BAY 


Entry Requirement: 3 Stars 
Location: First door on the right in 
main hallway of Princess Toadstool’s 
castle. 

Description: jolly Roger Bay is a 
mysterious place, despite the fact the 
Bay is entirely enclosed within a large 
cavern, there’s a Sunken Ship at the 
bottom of the Bay. Perhaps the exit 
was sealed off after the Cap’n scuttled 
his ship and set-up numerous booby- 


traps. Certainly, unlike king Bob-omb, 
the Cap’n never makes an appearance 
to defend his Course. Aside from his 
numerous warning notices, the Cap’n 
is content to remain in the background 
of the Course. Instead, the main 
hazard is a huge and monstrous moray 
eel, a beautifully animated creature 
with spooky green eyes and a very 
nasty bite! 


Plunder in the Sunken Ship 

Star 1 

Objective: Collect all the treasure within the Sunken Ship to earn the first 
Star... and raise the ship! 

Guide: jump into the water and swim forward, while also diving down. Right 
at the bottom of the jolly Roger Bay you’ll find the Sunken Ship. The only 
entrance - a broken cabin window - is guarded by a huge moray eel. After 
seeing the Eel, you should swim away, possibly returning to the surface to 
restore Mario’s energy. Now dive down again and the eel should have left its 
lair. Mario can now enter the Sunken Ship through the broken window. Inside 
the Sunken Ship are four Treasure Chests which, if opened in the correct 
fashion, give Mario an oxygen bubble. Opened in the wrong fashion, they give 
Mario a nasty electric shock (draining one Energy Unit). Fortunately, at the 
bow of the ship there’s a pocket of air which can be used to restore Mario’s 
energy if any mistakes are made. The first Treasure Chest to open is the one 
closest to the stern (the rear of the ship). Now move backwards and open the 
Chest on the right (while facing the stern), then the Chest on the left and 
finally the middle Chest. If a Chest is wrongly opened, all the Chests close and 
Mario must begin the sequence again. 

When successfully completed, enough air will have been released to raise 

the Ship to the surface. This will 
drain out the water, leaving Mario 
in a puddle of water at the stern. 
Mario must now get to the bow of 
the ship, jumping up slippery, 
moss-covered platforms and 
beams. One mistake and Mario will 
slide right down to the bottom! 

The easiest mistake to make is to 
carry on moving when landing on a 
platform. Mario will run straight 
into the angled floor of the Ship 
and start sliding, so make sure he 
stops as soon as possible. Inertia 
makes this tricky, so it’s worth 
making jumps so Mario only 
catches the platform with his 
fingertips and has to pull himself 
up. Mario can walk along the 
beams, but their narrowness 
makes accidentally touching the 
floor quite easy. Try and keep the 
perspective zoomed out as far as 
possible so you can see all the 
nearby platforms. The Star is 
hidden in the Yellow Exclamation 
Box above the highest platform. 



Don’t try fighting the eel, you can’t 
WIN. Instead, trying luring him away 

FROM HIS TEMPORARY HOME. 



Star 1 is in the Yellow Exclamation 
Box, BUT GETTING TO THIS PLATFORM 
ISN’T easy! 




The eel isn’t happy about losing his ^ 

LAST HOME AND WON’T BE EAGER TO 
VENTURE OUT OF HIS NEW ONE. 

Can the eel Come 
Out to Play? 

Star 2 

Objective: Tempt the Eel into leaving 
its new lair and collect the Star from 
its tail! 

Guide: Now that you’ve raised the 
Ship, the eel has found a new lair in an 
underwater cave near where the Ship 
used to be. By the time you’ve found 
the eel, Mario will have used up a lot 
of oxygen so it’s a good idea to top up 
on oxygen. 

The safest way to lure out the eel is 
to simply hold swim right next to the 
cave opening and hold still. The eel 
will try to snap up Mario with its jaws, 
so stick as close as possible to the 
wall where it can’t touch you. After 
snapping around a little, the eel will 
slowly emerge from its lair. Remember, 
any part of the eel is dangerous (3 
Energy Units per touch) so be careful 
how you approach it. After swimming 
about a bit, the eel will return to its 
lair and you must lure it out again. 

The Star is easiest to grab just as 
the eel is emerging, although this 
requires careful timing. Once out in 
the open, the eel’s movement is 
difficult to predict, while the snapping 
of its tail and Mario’s constantly 
draining oxygen supply complicate 
things further. 

If you decide to grab the Star in the 
open, don’t follow the eel but instead 
approach from above and dip down 
just as the Star passes below - since 
you’re not chasing to keep up, this 
gives you must more freedom in timing 
your attack. 

Once touched, the Star will whizz 
off to float just outside the eel’s lair. 


Treasure of the 
Ocean Cave 

Star 3 

Objective: Find and open all the 
Treasure Chests inside Ocean 
Cave. 

Guide: In the deepest part of the 
Bay, where you found the Sunken 
Ship and the moray eel, there’s 
the entrance to the Ocean Cave. 
Eight gold coins are arranged in a 
circle just at the entrance so it’s 
quite easy to find. Swim up the 
entrance and you’ll find a large 
pocket of air which fills up most 
of the Cave. Stay just in the water 
and poke Mario’s head up so his 
energy returns to maximum 
before beginning to explore. 




The Cap’n has protected his 

TREASURE WITH A NASTY 
ELECTRO-SHOCK SYSTEM, BUT 

Mario can figure it out! 

Unfortunately, the Cave isn’t 
too stable and large, towering 
stalagmites will fall over 
whenever Mario gets close to 
one (if they hit him, they’ll drain 
3 Energy Units). There are also 
Goombahs, which are a useful 
source of Coins and Energy. 

At the end of the Cave, the 
Cap’n has placed four Treasure 
Chests. As with Star 1, they’re 
booby-trapped so opening the 
wrong one will give Mario an 
electric shock. The correct order 
is to begin with the middle Chest 
closest to the wall. Next open the 
Chest on its left, then the one on 
the furthest right and finally the 
other middle Chest. The Star will 
now appear at the centre of the 
four chests. If you make a 
mistake, and must begin the 
sequence again, you can restore 
Mario’s energy by collecting 
some of the eight gold coins in a 
circle on the right of a rock 
mound just before the 
Treasure Chests. Also, on 
the right of the Cave’s 
entrance there’s a Blue Coin 
Box. 



















Super Mario^^ 


Red Coins on the 
Ship Afloat 

Star 4 

Objective: Find and collect every Red 
Coin. 

Coins can be collected in any order, 
but if you die then every coin you’ve 
collected is lost and must be collected 
again. 



Red Coin 1: inside Clam i. 

Dive down and the first Clam on the 
left has a Red Coin inside it. Simply 
wait for it to open and swim across it. 
Red Coin 2: Inside Clam 2. 

Almost directly to the right of the first 
Clam, but a lot nearer the surface on a 
rock ledge, there’s a second Clam. 
Collect its Red Coin as above. 

Red Coin 3: Inside A Clam 3. 

In front of Claim 2, and beside a rock 
needle which pokes out of the water, 
there’s the third Coin-containing 
Clam. 

Red Coin 4: Inside A Clam 4. 

At the deepest part of the Bay, near 
where the Sunken Ship was, is fourth 
and final Coin-containing Clam. 

Red Coin 5: Beside pink Bob-omb 
Buddy. 

On the right of the Bay, there’s a stone 
platform where the Bob-omb Buddy 
stands. Beside him there’s a rock 
spire. Simply swim over to it, climb up 
the spire and do a handstand to 
collect the Coin - to do a handstand, 
stop near the spire’s top and then 
simply push up on the joystick. 



Red Coin 6: Above the Ship’s Bow. 
Close to the Ship is a large Stone 
Platform. To get on it, swim around to 
the side furthest from the Ship where 
there’s some sand. Mario should stand 
with his back to the Platform, press Z 
to crouch and then A to backflip on top 
of the Platform. By standing on a large 
Purple Exclamation Square, Mario will 
cause three wooden platforms to 
magically appear, linking the Ship with 
three planks and the Platform. The 
wooden platforms will disappear after 
about 12 seconds, so Mario must move 
fairly quickly to get on the Ship - a 
normal jump from the last wooden 
platform will get him aboard. Red Coin 
6 is at the bow of the Ship and is 
collected by simply jumping up - 
remember, the Ship is rolling in the 
current and the height of the Coin 
above the Ship’s deck will vary 
accordingly. 



Red Coin 7: Above the Ship’s Stern. 
After collecting Red Coin 6, go to the 
other end of the Ship and carefully 
jump onto the narrow barrior which 
runs along the side of the side. Tiptoe 
until Mario is standing as close as 
possible to the cabin, with his back 
angled toward the centre of the cabin. 
Perform a backflip to get on top of the 
cabin and collect the Coin. 

Red Coin 8 : Above the Ship’s Stern. 

As for Red Coin 7. 

The Star will now appear right at the 
tip of the Ship’s stern and is easily 
collected with a regular jump. 



Blast to the Stone Pillar 

Star 5 


Objective: Collect a Star from the ledge on the left of the canyon, using a 
cannon and gymnastic skill from Mario! 

Guide: From the start, walk along the right as far as possible, then swim to 
the rock spire. Climb up and leap from it to the small Stone Platform. Now 
chat to the Bob-omb Buddy to activate the cannon on the other side of the 

Bay, near the start. Swim over to 




iSk 

w. 


Aim exactly like this to get Mario 

ONTO THE ROCK NEEDLE. ThE AGILE CHAP 
WILL GRAB HOLD AUTOMATICALLY. 


the cannon, jump in and aim at the 
furthest left stone pillar of group 
of three - the one nearest the wall. 
Aim so that the top of the aiming 
cursor is lined up with the furthest, 
nearly invisible top of the wall, 
with the central spire, of course. 
When you fire, Mario should catch 
hold of the spire. Now turn Mario’s 
back to the ledge and press A to 
leap backwards onto the ledge, 
jump up to the Yellow Exclamation 
Box to reveal the star. 


Through the 
JetStream 

Star 6 

Objective: Collect the Star suspended 
in the bubble stream. 

Guide: At the bottom of Jolly Roger 
Bay, a Star floats above a metal grate 
through which comes a constant 
bubble stream. This current is too 
strong for Mario to swim through, so 
you need the Metal Cap power-up. 
Once the Green Switch has been 
activated, this objective still isn’t easy. 
Ignore the Green Exclamation Box at 
the start, this power-up will run out 
before you can reach the Star. Instead 
swim over the Stone Platform by the 
Ship. 

Get the Metal Cap from the Green 
Exclamation Box and run and jump into 
the water. The Metal Cap will pull 
Mario to the bottom, if he hits a wall 
jump forward to let gravity continue 
pulling him down. Now run and jump 
to collect the Star. The Metal Cap soon 
runs out, imposing a tight time limit, 
so you might have to make several 
attempts before achieving success. 




Collect 100 Coins 

Star 7 

Objective: Find and collect 100 Coins 
(or equivalent). 

Guide: To ensure you can collect the 
two Red Coins above the Ship’s cabin, 
don’t select Star 1 when attempting 
this. Star 4 (Red Coins on the Ship 
Afloat) provides a good beginning 
guide for this Star. 

Maximum Coin Score: 104 Yellow 
Coins (or equivalent) 

28 Yellow Coins on the ground. 

24 Yellow Coins in the water. 

6 Yellow Coins hidden inside Crates. 

3 Yellow Coins in Yellow Exclamation 
Blocks. 

3 Yellow Coins won by defeating 
enemies (Ocean Cave’s Goombahs). 

6 Blue Coins (30 Yellow Coins) 
in Ocean Cave’s Blue 
Block. 

won by defeating Small 
Koopa. 

8 Red Coins (16 Yellow 
Coins) located as 
above (Star 4). 
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COOL, COOL, MOUNTAIN 



Ahh, isn’t the baby penguin such a 

CUTE LITTLE THING? A IF ONLY IT DIDN’T 
KEEP SQAWKING THE WHOLE TIME! 


Entry Requirement: 3 Star 
Location: Second door on the left in 
the castle’s main hallway. 
Description: A large snow-covered 
mountain suspended in the air with a 
broad, fun snowslide spiraling from 
top to bottom. A long, narrow ice slide 
provides a narrower, trickier decent - 
connecting log cabins at the summit 
and foot of Cool, Cool Mountain. As 
with real mountains, getting down is a 
lot easier than getting to the top - 
careful exploration is needed to find a 
way back to the start. 

Snowy climes provide a bizarre cast 
of new characters, including three 
different types of snowmen, but the 
most impressive creatures are a family 
of penguins! The squawking of a 


Warps 

[Each warp is a two-way corridor, so 
1.1 takes you to 1.2, and 1.2 takes 
you back to 1.1! Move slowly for the 
warp to work.] 

1 . 1 : To the right of the start point is 
a Broken Bridge, the warp is at the 
middle of the bridge’s end... 

1 . 2 : At the bottom of the mountain 
is the second cabin, to its right are 
two mini bridges, one of which is 
broken. The warp is at the middle of 
the end of the second, broken mini 
bridge. 



The BOTTOM Bridge warp is 
VITAL TO BEATING THE COURSE. 


perennially lost baby penguin begins 
each visit, while later on a much 
bigger penguin proves its skill on the 
ice slide. For the first time, a Course’s 
main characters are friendly to Mario, 
with snowy conditions, hidden areas 
and tricky jumps providing the main 
hazards. 

This is Mario’s first trip to snowy 
climes in this adventure and his 
plumber’s outfit certainly lets in the 
cold. On some other Courses, Mario 
will yawn and eventually fall asleep if 
left alone. On this course, he crouches 
down and rubs his hands together to 
keep warm! On the other hand, there 
are some advantages of playing on 
snow. However far Mario falls, if he 
lands on snow it will cushion his 
impact so no energy is lost. 

Slip Sli DIN* Away 

Star 1 

Objective: Enter the Cabin and ride 
the Snow Slide to the bottom. 

Guide: As soon as you enter the 
Course, text appears urging you to 
enter the cottage immediately before 
you. jump in the chimney and you’ll 
find the cottage has but a single room 
before a very long drop. The first thing 
to do is to walk to the edge of the 
room and then zoom out the 
perspective as far as possible. This will 
let you see more of the course and 
give you more time to react. For this 
Star, time doesn’t matter so remember 
you can vary the speed of your 
descent: push forward to go faster, 
pull back to slow down. Another tip is 
to always approach corners from the 
furtherest side, giving you more time 
to make the turn. Making one corner 
isn’t that difficult, people usually get 
caught out by the next corner which 
follows faster than they expect. You 
must learn to anticipate this and don’t 



forget to slow down if things are 
getting tough. 

The course is laid out like this: A 
slow right turn begins the slide, then a 
long stretch downwards into another 
shallow right turn, quickly followed by 
a tight left turn running into a tunnel 
section leading to a gentle left turn. 
The next, tight right turn is tricky and 
you can easily oversteer to the right 
and bounce off, fight to stay in the 
middle, now a long straight with lots 
of coins leading to tight right turn 
(don’t oversteer), a gentle right and 
then left into another tunnel which 
turns sharp right before the narrow icy 
strip to the finish (line yourself up for 
that carefully!). 

Secret: There’s a handy shortcut on 
the ice slide. In the first tunnel you’ll 
notice a line of five Yellow Coins 
pointing into the right wall. Follow 
these precisely and Mario will slide 
through the wall into another tunnel 
which takes him all the way to the 
bottom. There are two extra lives to 
collect in the tunnel. Mario will also 
exit higher than normal and land on a 
narrow ledge at the top of the cabin. If 
you walk round on the ledge you’ll find 
a Yellow Exclamation Box inside which 
is an extra life. Once you exit the 
cabin, the Star whizzes out before you. 


Big Penguin Race 

Star 3 

Objective: Race World Champion 
Penguin Sledder down the Ice Slide. 
Guide: jump into the cabin’s chimney. 
Remember to set your perspective to 
maximum zoom out before talking to 
Big Penguin who will challenge you to 
a race. Now it’s a straight race to the 
finish. Don’t use the Secret Tunnel 
Cheat (see Star One), Big Penguin will 
know and disqualify Mario from 
winning. To win, you must follow a 
good racing line, but you don’t need to 
constantly keep the joystick pushed 
forward for maximum speed. It’s a 
good idea to get a good, early clean 
lead however. Big Penguin isn’t above 
using his size to ‘accidentally’ bump 
you off the slide when overtaking! 
Remember, you can practice on the 
slide alone by refusing Big Penguin’s 
challenge. Re-read the Star 1 guide for 
how the course runs and learn the 
best racing line. 



The Ice Slide is good training for 
Mario Kart64's trickier tracks. 


Reach the end of the slide and you’ll 

BE REWARDED BY STAR 1 WHIZ2ING OUT 
THROUGH THE FALLING SNOW. 



Mario rescues baby penguin, shutting 

IT UP FOR ALL OF FIVE SECONDS OR SO. 


Li*l Penguin Lost 

Star 2 

Objective: Reunite Baby Penguin 
and Mother Penguin. 

Guide: If you’ve got the sound on, 
you’ll have no doubt heard the 
pitiful wailing of the Baby Penguin 
which is panicing at the top of the 
Cool, Cool Mountain, jump onto the 
Cabin’s chimney and then up beside 
Baby Penguin. Pick up Baby by 
standing beside it and pressing B. 

Now you have to get down the -' 

Mountain. Moving left will cause you to start sliding - don’t worry, use the sliding 
skills you picked up for Star One to navigate a rightward, downward spiralling 
track. This will take you down to a wooden bridge patrolled by two jumping 
Snowmen. These can’t be thumped or bottom-bounced, only avoid them. Watch 
how they move. They each patrol one half of the the bridge. Wait until the 
nearest snowman has turned and is coming toward you, now when’s close, time 
your run under his next jump. If you get hit, you’ll lose two Energy Units and 
Baby Penguin will be free. Pick him up using B and carry on. A wooden track will 
take you down to a snowy ledge, walk down this and watch out for a suprise 
snowman, as well as Mr Flowerhead. Walk down the final wooden section and go 
around to Mother Penguin. While holding Baby Penguin, talk to Mother Penguin 
who’ll give you a Star as a token of her eternal gratitude. 



































Super Mario^^ 


Frosty Slide for 8 
Red Coins 

Star 4 

Objective: Find and collect every 
Red Coin. 

Guide: Coins can be collected in 
any order, but if you die then every 
coin you’ve collected is lost and 
must be collected again. 

Red Coin 1 : Above tree at start. 

Red Coin 2: On Cold, Cold Crevasse 
ledge below icy blue mountain 
face. 

Walk off the broken bridge to the right of the start - it’s got a sign by it 
warning of the Cold, Cold Crevasse. You’ll automatically slide down to the 
ledge, but watch out for the bridge obscuring your view as you land on the 
ledge. It’s easy to slide straight off, so be ready to turn and/or jump to stop 
Mario. The Red Coin is behind an icy column beside a Yellow Exclamation 
Box with an extra life in it. 

Red Coin 3: Beside wall just before Snowman Head and Rope Bridge. 

Red Coin 4 : At the top of Rope Tram. 

Simply explore to the right of Rope Bridge and the Snowman Head. 

Red Coin 5: At the end of the Broken Rope Bridge. 

After crossing the Rope Bridge, explore to the left. 

Red Coin 6 : Above the tree by the bottom cabin. 

Red Coin 7: On the platform between two bridges to the right of the bottom 
cabin. 

Red Coin 8: At the corner to the right of Red Coin 7. 

The Star will now appear half-way up the mountain. There’s a yellow-white 
section just off the main slide with a Blue Coin Box. On a ledge off this 
there’s now a Star. But climbing back up there along the slide is impossible, 
so how is it done? There are three options: 

Use the secret warp beside Red Coin 7 to magic Mario back to the top of the 
mountain. The warp is located near the end of the bridge, in the middle. 
Remember you must be moving very slowly for the warp to work. Now slide 
down as normal, but be ready to jump right just as the slide makes a sharp 
turn to the left. You should now be on the yellow-white slope with the Blue 
Coin Box. The Star appears above a ledge a little below the slope, but you 
should still be ble to easily see and collect it. 

Snowman’s Lost 
His Head 

Star 5 

Objective: Guide Snowman’s Bod\ 

Snowman’s Head. 

Guide: From the start, jump onto the 
cabin’s chimney and then up onto the 
mountain. Go down to the wooden 
platform where there’s a large 
snowball - this only appears at this 
point and wasn’t there for previous 
Stars. Unlike Yoshi or Big Penguin, 
there’s no option to decline the 
coming race. As soon as you get 
near the Snowman Body 
conversation begins instantly, after 
which it starts its downward roll - 
so be prepared and try to be in 
front when you touch the 
Snowman Body. It moves quite 
quickly, and will happily roll over 
Mario at a cost of three Energy 
Units, so it’s tempting to simply 
jump over the side of the bridge 


and land near Snowman’s Head. Sadly, 
this just doesn’t work. Lacking eyes. 
Snowman’s Body won’t notice the 
Head and trundle past it unless Mario 
guides the Body straight to the Head 
and stands beside it. The Body will 
then jump onto the Head, merging the 
two and creating a new Mr Snowman 
who’ll reward Mario with a star. 



BODY IS A PARTICULARLY TOUGH TEST. 




Wall Kicks Will 
Work 

Star 6 

Objective: Find and collect Star on 
isolated ledge, near Mountain’s 
bottom, by firing Mario with a Cannon. 
Guide: To activate the Cannon you 
need to speak to the pink Bob-omb 
Buddy on the rock platform beside the 
Rope Lift, jump on the Lift and rotate 
the perspective around so it’s looking 
toward the mountain and the floating 
platform. A normal jump will be quite 
enough to get over. Now you have two 
options. It is possible to jump back 
onto the platform as it returns. 
Alternatively, if you run toward Mother 
Penguin and then leap, a gust of wind 
will lift Mario up and should safely 
carry him over. Don’t worry if you die, 
the Cannon will still be active until you 
turn the machine off. If, on the other 
hand, you collect a Star before turning 
off then the active Cannon will be 
permanently saved. 

Now use the bottom Cannon, by the 
Rope Bridge, to shoot over to a ledge 


opposite - aim above the tree which, 
as you descend, will stop you sliding 
on impact. The top cursor should point 
at where two sides (gray and dark 
gray) of the rockface above the tree 
meet. Once you land, follow the track 
around, be careful as you thump 
enemies on a narrow ice ledge, then 
keep going upwards. There’s a gap 
you’ll have to long jump over (squeeze 
Z just before pressing B). Alternatively, 
stand with your back angled toward 
the wall and backflip onto the track 
above. This track may appear to end 
nowhere, but if you pause you’ll see 
there’s a ledge above and behind you. 
To reach this you must jump at and 
then off the side wall to bounce onto 
this ledge. You can run directly along 
the edge toward the wall, then bounce 
off the wall up and to the right. 
Fortunately, if you fail you’ll usually 
land safely below - with a heart to re¬ 
energise energy before trying again. If 
you succeed, make your way along a 
narrow ice ledge to collect the Star. 
Now carefully walk along the narrow, 
very slippery ice bridge to the Star. 


Collect 100 Coins 

Star 7 

Objective: Find and collect loo Coins (or equivalent). 

Guide: Since so many of the Coins are on the cabin’s ice slide, this isn’t too 
difficult, particularly if you use the warp to return to the top of the mountain 
and rerun the cabin slide and the outside slide down the mountain. As 
always, remember the Star will appear at the point at which you collect the 


hundredth Star - try to ensure this isn’t 



in a tricky place! 

Maximum Coin Score: 151 Yellow 
Coins (or equivalent) 

77 Yellow Coins on the Cabin Ice 
Slide (including one Blue Coin). 
Some of the Yellow Coins are high 
in the air and you need to be at 
high speed for a jump to reach 
them. 

8 Red Coins (16 Yellow Coins) 

15 Yellow Coins from enemies 
2 Blue Coins (10 Yellow Coins) from 
Blue Blocks 

33 Yellow Coins on the outside of 
the mountain. 
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BIG BOO’S HAUNT 



Entry requirement: 14 Stars 
Location: When you’ve collected 14 
Stars, ghosts will appear in the 
corridor which is entered by two Star¬ 
less doors in the central hallway. At 
the far end of the corridor, there’s a 
door which leads to the Garden. At the 
far left of the Garden lurks Big Boo, 
with a bird cage inside him which you 
can see when he disappears. Bottom 
bounce him to free the bird. When 
Mario walks toward this, he will 
automatically be pulled into Course 5. 
Description: Superbly atmospheric 
wind effects set the scene for this 
spooky level. Mario begins in the 
grounds of a huge Haunted House, 
dimly illuminated by flickering torches 
and baleful moon in the sky above. 

The Haunted House has two floors, 
plus an attic and water-logged base¬ 
ment complete with fiery, ghost-infest¬ 
ed merry-go-round. The basement also 
contains a secret entrance, accessible 
by entering the shed to the left of the 
start position. Unfortunately, there’s 
no way up from the basement so this 
route is normally used as an exit. 

The main enemies are, of course, 
the ghostly and very shy Boos, but 
ghostly spirits can also possess nor¬ 
mally inert objects - such as chairs, 
books and even a piano - which will 
chase Mario about with snapping 
teeth! 


Ride Big Boo’s 
Merry-Go-Round 

Star 2 

Objective: Take a trip on the Merry-Go- 
Round and rid it of Boos! 

Guide: To the left of the start point is a 
wooden shack with a sign by it giving 
useful advice about ’Bad guys rolling 
their eyes’. Enter the shack and stand 
on the red mesh lift which will take you 
to the basement. Walk down two 
connected corridors. You will now begin 
to hear Merry-Go-Round music. A door 
on the right allows you in for some fun. 
Bottom bounce the small Boos and 
watch out for the flame jets after three 
have been beaten. Big Boo will appear 
when the last two Boos are vanquished. 
He’s still quite slow, so as long as you 
stay on the part of the Merry-Go-Round 
opposite to the flame jet, it’s quite easy 
to beat him with three bottom bounces. 



Goon A Ghost Hunt 

Star 1 

Objective: Defeat five small Boos and then Big Boo. 

Guide: Go round to the back of the Haunted House and enter the back door. 

You will be in a room with two Boos (1, 2), kill them both either by punching 
them or bottom bouncing them. Exit and go around to the front of the house. 
Upon entering, go through the left door on the far wall. Kill the single Boo (3) 
and exit. Go through the right door on the far wall and cross over the 
disintergrating bridge. Kill the Boo (4) here and proceed through the door. 

Inch along the narrow ledge and 
kill a fifth Boo (5). You will now 
hear a tune and Big Boo will 
appear in the House’s main 
hallway. To defeat Big Boo, you 
must bottom bounce him three 
times. This is relatively easy as he 
moves very slowly. When he 
disappears, a Star will whizz up to 
the next floor. Entirely 
unreachable, except that a 
staircase will now magically 
appear. _ ^ 





A SUCCESSFUL BOTTOM BOUNCE SENDS 

Big Boo into a spin! 


Secret of the 
Haunted Books 

Star 3 

Objective: Solve the mystery of the 
haunted Library. 

Guide: Enter the Haunted House 
through the front door. Go up the 
stairs and enter the second door on 
your left. Run down between the 
bookshelves - watch out for shooting 
books! - and go around to a dead-end. 
There are three green books sticking 
out from the bookshelves. You must 
push these home by punching them. 



but if you get the sequence wrong a 
book will shoot out and hit you! The 
correct sequence is: middle book. 


Find The 8 Red 
Coins 

Star 4 

Objective: Find and collect every 
Red Coin. 

Coins can be collected in any order, 
but if you die then every coin you’ve 
collected is lost and must be 
collected again. 



it'OO 



Red Coin 1: Piano Room. 

Enter the front door of the Haunted 
House. Enter the first door on the 
left. The Red Coin is on the left, just 
under the piano. Wait for it to attack 
and then grab the Coin. 

Red Coin 2: Downstairs Library. 
Either carry on from the Piano Room 
or take the second door on the left 
in the Haunted House’s main 
hallway. There are two Coins on top 
of bookshelves, protected by flying 
books! Use the back flip to get on 
top of the bookshelves and collect 
the coins. 

Red Coin 3: Downstairs Library. 
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The Haunted Piano is surprisingly 

FAST-MOVING FOR A THREE-LEGGED BEAST. 


As above. 

Red Coin 4: Black Pit Room. 

From the main hallway, enter the first 
door on the right. Edge around the 
narrow ledge and collect the Red Coin. 
If you fall, you’ll land in the Merry-Go- 
Round room. Exit it and follow the 
corridors round to the Red Mesh Lift. 
Red Coin 5: Holely Floor Room. 

From the main hallway, go up the 
stairs and through the first door on the 
left. The floor is a red mesh with 
numerous holes. The Red Coin is on 
the opposite side of the room. 
Carefully tiptoe over to the Red Coin. If 
you fall, you’ll land in 
the room with an eye 
creature. Simply exit 
and go back up the 
staircase to try again. 

Red Coin 6 : Floor Trap 
Room. 

go up the steps in the 
main hallway and enter 
the second door on the 
right. There’s a Red Coin 
protected by flying 
books and a trapdoor in 
the middle of the room - 
walk around it to pick up 
the Coin. If you fall 
through, you’ll land in 
water beside the Merry- 
Go-Round. Follow the 
corridors round to the 
Red Mesh Lift. 

Red Coin 7: Coffin 
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right book, left book. When you 
complete the sequence, youMl hear a 
little tune. The bookcase before you 
will disappear and a secret passage 
will be revealed, leading directly to 
the Star. 



THESE COFFINS ARE REO COINS. 


Room. 

From the main hallway, go up the 
stairs and enter the first door on the 
right. Avoid the Spinning Eye and 
enter the room on the right. There 
are six coffins, which will rise up if 
you stand near the bottom of them. 
One Red Coin is under the first 
coffin on the right. 

Red Coin 6: Coffin Room. 

As above. The final Red Coin is 
located under the second coffin on 
the left. 

The Star will now appear on the left 
of the landing in the main hallway. 



Super Moirio^^ 


Big Boo’s Balcony 

Star 5 

Objective: Defeat Big Boo on his balcony lair on top of 
the Haunted House. 

Guide: Go upstairs to the first door on the right, there’s a 
raised platform with a ledge to the left. You must leap 
against the wall and Wall jump off it to reach the ledge. 
You can now go through to a room with a Blue Coin Box. 
Go through the door to meet Big Boo on a ledge. He’s 
noticeably faster and more Intelligent than previously- 
he’s finally learning - so be careful. One tactic is to stand 
with your back to him, wait until he gets close, then 
backflip over him and punch his rear. He drains 3 Energy 
Units with a single hit, so remember the Blue Coin Box In 
the previous room. Although going back will reset the Big 
Boo’s energy, it might be worth it If you’re about to die 
yourself. The Big Boo must be hit three times to be 
defeated. When hit he sometimes gets confused, don’t 
hesitate to follow up with more attacks! When he dies, a 
Star will appear and zoom up to the top of the roof. 

To get to the Star, run and jump onto the roof. Now 
keep jumping and running until you get onto a narrow flat 


strip on top of a mini-roof protruding from the main roof. 
Now walk along the narrow strip to the main roof and 
run/jump up until Mario lands on another narrow strip 
which runs the length of the main roof. Tiptoe along this 
to the middle, then walk down to get the Star. (The Yellow 
Exclamation Box contains an extra life.) 




Eye to Eye in the 
Secret Room 

Star 6 

Objective: While wearing the 
Vanish Cap Mario must find 
the secret attic room. 

Guide: This Star can’t be 
collected without 
activating the Blue Switch Palace. Go 
up the stairs from the main hallway, 
then enter the second door on the 
right. Walk through this room into the 
next one where you’ll find the Blue 
Exclamation Box. Collect the 
Vanish Cap from this and 
quickly run back to through to 
the next room. Use the Wall- 
jump trick to get onto the 
wooden platform and run into 
the next room. There’s a huge 
portrait of a Big Boo hanging in 
the attic. Like a real Boo, it’s 
shy and won’t let Mario through 
its secret passageway when 
Mario is visible. But if Mario’s 
wearing his Vanish Cap, the Boo 
will let him through into a small 
room occupied by a large eye 


enemy. When it sees Mario, this enemy 
will fire a stream of purple bubbles (1 
energy unit). Rather more 
hazardous is touching the eye (2 
energy units). The only way to 
defeat him, is to run around him in 
^ circles until he spins Into oblivion! If 
you do take damage, there’s a small 
boo in the room (containing one blue 
coin) and a Blue Exclamation Box lets 
you (briefly) return to the Attic and use 
its Blue Coin Box for more energy in 
your fight. The Star will appear where 
the Eye is defeated. 
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A Snull Boo chases Mario around the 
Spinning Eye. 
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A Yellow Exclamation Box showers 
Mario in vital coins. 


Collect 100 Coins 

Star 7 

Objective: Find and collect 100 Coins 
(or equivalent). 

Guide: As always, the method for 
collecting the 8 Red Coins (Star 4) is a 
good starting point. It’s also worth 
bearing In mind that If you select Star 

I when entering the Course, the 
staircase won’t appear in the Ghost 
House. Note the high number of coins 
from defeating enemies, the boos on 
the merry-go-round In the basement 
are a particularly rich source. 
Maximum Coin Score: 151 Yellow 
Coins (or equivalent) 

It’s recommended to collect the 100 
Coins using the Star 4 Objective, this 
is particularly true as Star 1 removes 
the staircase. 

8 Red Coins (16 Yellow Coins) 

II Yellow Coins from destroying 3 
wooden crates 

10 Yellow Coins in Yellow Exclamation 
Blocks 

94 Yellow Coins (9 Yellow, 17 Blue) 
from enemies 

4 Blue Coins (20 Yellow Coins) from 
Attic Blue Block 
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HAZy MAZE CAVE 


Entry Requirement: First Big Key 
(See Bowser World One) 

Location: Castle Basement. Enter one 
of the two central doors in the Castle 
foyer, go immediately down the 
nearby staircase and open the door 
using the Big Key. Go down the marble 
steps and into the green sewer area. 
Go through the first door and go right. 
Keep going forward until you’re before 
a fire picture. Don’t enter this but turn 
right. You’ll see a door with a Yellow 
Star on it. Go through the door and 
jump into the liquid metal pool. 


Description: This course is one of the 
most varied in the entire game with 
three distinctly different areas: the 
poison gas-filled Hazy Maze Caves 
themselves, an Underground Lake 
(complete with stunning Loch Ness 
Monster) and plenty of ‘under 
construction’ areas clad in lots of red 
scaffolding. Fortunately, there are lots 
of maps scattered around the Course, 
artfully spray-painted on various walls, 
so it’s not difficult to navigate around 
this huge and challenging Course. 
There’s also a Green Exclamation 
Switch to find. 


Swimming Beast In The Cavern 

Star 1 

Objective: Use the Loch Ness 
Monster-like Sea Dragon to 
collect a Star. 

Guide: As soon as you enter the 
Course, you’ll see a map before 
you. Study it briefly and you’ll 
see you can reach the 
Underground Lake by going 
either left or right, but the left 
route is the most direct. To do 
this you must be able to Long 
jump (while running forward, 
briefly squeeze Z to perform this 
move). The pit in front of you can only be crossed by using the Long jump. 
If you mis-time it, and simply slide over the edge, there are two steps to 
catch your fall. You’ll need to do a back flip (crouch using Z and then 
jump) to get out. 

Once across the pit, Mario will appear on some red scaffolding by the 
Black Hole. Walk to the right (watching out for bats and an orange spider), 
then jump onto the broad green path. Be careful not to land on the brown 
area, which is slippery and can carry you into the Black Hole. Watch out 
for the huge Rolling Rocks as you make your way up the path - there are 
some Yellow Coins on the left if you need to boost your energy. There’s a 
door on the right at the end of the path. You’ll enter a room with a Yellow 
Exclamation Box (containing an extra life!). Use the big Elevator to take you 
down to the Underground Lake. Follow the path and jump into the water. 
Swim toward the blue Beast and jump out of the water onto his back - 
don’t worry, he won’t harm you. The Beast will usually take you to the 
central island, but if it 
doesn’t, bounce on its 
back to make it lower its 
neck. You can now walk 
up and stand on its head. 

Whichever way Mario 
looks, the Beast will 
move. The central island 
is illuminated by a shaft 
of light, jump off the 
beast onto it to collect 
six Yellow Coins and Star 
One! 




Elevate For 8 
Red Coins 

Star 2 

Objective: Find and collect every Red 
Coin. 

Guide: Take the right corridor from 
the start, watching out for Orange 
Spiders and flame. Go through the 
door and you’ll enter the Work 
Elevator room. Slide down the pole 
to begin! 

On the left huge green steps lead 
to the Work Elevator. It has four 
direction arrows and will move 
accordingly when Mario stands on 
one. The Elevator will continue 
moving until it hits something, and 
then it will automatically move in the 
opposite direction. The only way to 
stop it, is for Mario to Bottom 
Bounce it without hitting one of the 
Direction Arrows - a little tricky when 
it’s moving at the time. There are also 



CARRIES Mario to the last Coins. 


various structures such as a 
rectangular barrier which is at just the 
right height to knock Mario off. If he 
does fall, he won’t lose any energy and 
the Elevator will automatically return to 
its normal position. Fall from a slightly 
higher position, when jumping for 
example, and you will lose energy. 

Save the Orange Spiders until you need 
their Yellow Coins to boost your energy. 

If you move forward and then left, 
you’ll find two wooden crates 
containing Red Coin i and Red Coin 2. 
Further forward is a third wooden crate 
with Red Coin 3. You can reach this 
either by going forward (Mario must 
leap over an iron barrier) or going back 
to the start and then going right and 
forward. To the left of this crate is a 
green ledge with Red Coin Four. Mario 
can set the platform bouncing between 
it and a grey stone pillar while he 
collects the coin. 

The remaining Red Coins are higher. 
Go back to the start and move the Work 
Elevator left and forward to it touches a 
grey pillar and some red scaffolding. 
Keep standing on the left button so it 
keeps pushing against the scaffolding. 
Now jump onto the green ledge with a 
pole. Shin up this and jump onto 
another, smaller green ledge. Now get 
onto a small checkerboard platform. 
This will immediately begin to move 
following a line of small black balls. 



Metal-Head Mario 
Can Move! 

Star 3 

Objective: Activate Underwater Lake’s 
switch wearing Metal Cap. 

Guide: Return to the Underwater Lake 
using the same route as for Star One. If 
you’ve activated the Green Exclamation 
Switch, a Metal Cap power-up will be 
available at the entrance to the 
Underground Lake where you get off 
the elevator. As soon as you get the 
Metal Cap, run along the dark brown 
coloured path. Don’t jump into the 
water, it will slow you down, just run 



into it and keep following the path 
around. It leads to a Purple 
Exclamation Switch which can only be 
activated when the Metal Cap gives 
you the weight to push it down. Now 
go up out of the water and go through 
the gate which has opened in the red 
scaffolding. Go through the door. You’ll 
be in a narrow forridor with Star 3 at 
its end. Unfortunately, there are two 
large gaps in the floor which can only 
be crossed by using Long jumps. It’s 
best to go for the Star as soon as you 
enter. If you hesitate, orange spiders 
will start popping out of the gaps to 
complicate things further. 























Super Murio^^ 





SMITHEREENS FOR RED COIN 1. 


jump onto and then off the first 
wooden crate (or simply punch it) 
and you’ll be carried to Red Coin Five. 
The platform will now move around 
to a lump of green rock, jump on and 
off for Red Coin Six. The platform 
now takes you to a large floating 
green ledge with Red Coin Seven and 
Red Coin Eight. If you jump back on 
the platform it will take you back to 
the start before resuming its path as 
before. Slide down the pole, then 
drop down to collect Star Two from 
the center of the room! 

An alternative method is to begin 
with the higher coins first. To do this, 
when you enter climb up the pole 
and then backflip over the red 
scaffolding to the second pole which 
Mario can shin up to checkerboard 
platform. 


Backwards Somersault to enter the 
cave. Go through the door, watching 
out for bats and flame. Ride the 
elevator up and exit the room. You’ll 
now be on some red scaffolding above 
the Black Hole. There’s more 
scaffolding above, and Mario can 
climb along it using the A button to 
hold on. Mario can use the double 
jump to reach the scaffolding, or even 
jump off the sign. A strip of red 
scaffolding leads directly to Star Five, 
simply clamber there and drop onto 
the ledge to collect it. (There’s also an 
extra life in the Yellow Exclamation 
Box, follow the middle strand of red 
scaffolding to get there). 


Watch For Rolling 
Rocks 

Star 6 

Objective: Reach hidden Star near 
Raiders Of Lost Ark scene. 

Guide: Return to rolling boulders area 
using the same route as for Star One. The 
metal exit door is at the end of a short, 
narrow corridor. If you look up you’ll be 
able to see two openings in the walls. The 
one you want is on the right, that’s where 
Star 6 is. To get up there, you need to Wall 
Kick off the right wall, onto the left and 
back right hopefully onto the platform. 
Keep your nerve with calm, measured 
button presses and it’s easy! 



A-maze-ing 
Emergency Exit 

Star 5 

Objective: Find the Second Secret 
Exit. 

Guide: Enter the Hazy Maze as with 






m 



»• 






J 

Jump OFF THE POST AND GRAB HOLD OF 


THE MESH. 

Star Four. Use the Green Exclamation 
Box as before and again follow the left 
wall around. This time watch out for a 
single mole hole. Standing on it you’ll 
be able to see another small square 
cave with a steel door (before the one 
for Star Four). Go forward and use the 





■ACKFLIP TO... 


Navigating The 
Toxic Maze 

Star 4 

Objective: Find the Hazy Maze’s Secret 
Exit. 

Guide: From the start, go right and open 
the door to enter the Work Elevator Room. 
Slide down the pole, then take the second 
entrance on the left. There’s a map and 
sign-post if you’re unsure. Go through the 
door at the end of the corridor to enter 
Hazy Maze. Before you actually go 
through, there’s small anteroom with a 
map and two signs. Study these. Now 


drop down the hole. The yellow toxic gas 
drains energy very rapidly, so quickly 
move forward onto a slight rise where 
there’s a Green Exclamation Box. Get the 
Metal Cap, which will protect you against 
both enemies and the gas. Follow the left 
wall around until the floor dips markedly. 
Go up out of this dip so Mario’s back is 
against the wall. Crouch and do a 
Backward Somersault to land in a small 
cave. There’s a steel door at the end of 
this. Be ready for fast-moving flame and a 
bat, fortunately there also six Yellow Coins 
to boost energy. Avoid the baddies and 
jump on the elevator. This will take you to 
Star Four. 





Collect 100 Coins 

Star 7 

Objective: Find and collect loo Coins (or equivalent). 
Guide: Since this Course doesn’t change depending 
on the Star objective, any will do as a starting point. 
Maximum Coin Score: 138 Yellow Coins (or 
equivalent) 

46 Yellow Coins out in the open. 

41 Yellow Coins won by defeating enemies. 

7 Blue Coins (35 Yellow Coins) from a Blue Block in the 
Hazy Maze. 

8 Red Coins (16 Yellow Coins) located as above (Star 
2). 

Note: Do not enter the Metal Cavern as this will reset 
your Coin Count! 


Don't forget 
THESE coins! 


As USUAL. THE EIGHT RED COINS ARE 
ESSENTIAL FOR STAR 7. 
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You MIGHT THINK THERE AREN’T THAT MANY NEW NINTENDO 64 GAMES OUT IN THE SHOPS - AND YOU*D BE RIGHT, BUT 
FORTUNATELY WE’RE HERE TO SHOW YOU EVERYTHING THAT’S JUST AROUND THE CORNER. NINTENDO IS HOPING FOR OVER 

100 GAMES BY Christmas and judging by this little lot ~ they could be right! 



PREVIEW SCREENINGS 


The very finest Nintendo 64 games due to arrive soon are disected right here... 

Mission 
Impossible 

® The film was a bit of a 

nightmare to follow, but this 
looks fantastic... 


San Francisco 
Rush ebbih 


This is 

lEai the 
video 

game equivalent 
of the Steve 
McQueen film 
Bullit. And it’s 
faster! 


Mother 3 

The N64 ’s first 64DD game - 
it’s not Zelda, but it’s still an 
epic adventure in its own right! 


Multi Racing 
Championship 

By far the most exciting new 
IHHI racing game to hit the N64, 
MRC is almost here. 


Duke Nukem 

“Come get some!’’ Duke is 
A here and we’ve actually 
^ played the N64 version! 


Goeman 5 


® If you liked 
the 

Mystical 

Ninja games on the 
Super NES then 
you’ll love this. c 
The N64 version. 


Silicon Valley 

The weirdest game ever to 
iK^l appear on any system SV will 
warp your mind! 


'^crets & Ues 

Nintendo rumours from around 

THE GLOBE... 

C Turok 2 is apparently well under 
way, with Acclaim knowing that they 
have a winner on its hands as soon 
as the first reviews appeared in 
America. The sequel should be out 


for the end of this year. Let’s hope it 
will have a few more dinosaurs, eh? 


Namco is currently working on a 
new beat-’em-up exclusively for 
Nintendo 64 but it is NOT a Tekken 
game, as that is soley for the 
PlayStation. 




























Europe may indeed be finally 
getting the cool coloured N6i:f 
joypads that were released in 
japan with the system. 

We’ve heard some worrying 
news for third party controller 
manufacturers. Apparently each 


Nintendo joypad has a chip 
inside which corrolates with 
the base unit itself, and if 
Nintendo decides to change 
the chip, the joypads without 
the right coding will not work! 
We will have more on this 
story in the next issue. 






Cruis’n World 


Can this be any better than 
the horrid USA-based game? 
Let’s hope so... 


Clay Fighter 
Exreme 


One-on-one fighting with 
characters made from clay. 
Interplay arrives on N64! 


Doraeman 


It may feature a blue robotic 
cat as the central character, 
but It’s still got Mario worried. 


Bomberman64 

The greatest 

IE5| r “ “ 

I 


The greatest 
I multi¬ 
player 
game of all time 
arrives on the N64, 
but wait a minute - 
it’s an isometric 
platform game - 
what’s going on? 


HOT FIVE 


Five N64 games we simply cannot wait for. 

1 . ZELDA 64 01 

2. MULTI RACING 


CHAMPIONSHIP 9 

D 

3. MISSION IMPOSSIBLE ■ 

■ ^ 

4. QUAKE 1 

5. DUKE NUKEM 3D 9 



Mace: The 
Dark Ages 


Proof positive that the 
N64 can handle Tekken 
2 style beat-’em-ups! 
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Ninformdtion 


' Bg 

Publisher; 

Nintendo 

Gome Type: 

RPG 

Releose Dote: 

TBA 


Developer: 

Nintendo 

Version Reviewed: 

Japan 

Price: 

£TBA 


Mother 5, not Zelda 64 will be the first 64DD game. 

What does it have to offer? 


O 


MOTHER 


Q 


The Mother series (as it’s 
known in Japan - it’s 
Earthbound here and in the 
States) was developed by Shigesato 
Itoi and Benimaru Itoh. Itoi was 
working for Nintendo’s marketing 
machine when he suggested the idea 





Your party come across a mysterious 


OF TOWNS TEAMING WITH INTELLIGENT 


CHARACTERS, ALL OF WHOM YOU CAN TALK 

TO. They even have pets! 


ON HARO DRUGS. EVERYTHING IS OUT- 
SIZED AND MULTI-COLOURED, BUT IT STILL 
PLAYS LIKE AN ARCADE GAME. 


METAL PIPELINE IN THE MIDST OF THE 


JUNGLE. The landscape and characters 
IN MOTHiK 3 ARE ALL LIGHT SOURCED. 


for the original Mother game on the 
Super NES, and even now he is still 
doing some creative work for the Star 
Fox 64 TV commercial in japan. Itoh is 
a well respected Manga artist in Japan 
and was commissioned to give the 
Mother series Its distinctive look. 


The original Mother was a cartoony 
adventure aimed more at children and 
it sold buckets in its native Japan, but 
never fully took off in the West. 
However Mother 2 received critical 
acclaim because of Its innovative story 
which concerned a mysterious 


meteorite than lands in the central 
character’s garden and turns all the 
surrounding populace Into zombies. 

Mother3 is more subdued and uses 
a similar game engine to Mario 64 to 
create fully three-dimensional worlds 
in the same way Doraemon has 


Mother 3 now has a more hard edged ga 


































Mother 3 


‘nvironment 


Benimaru is the graphic artist 

RESPONSIBLE FOR GIVING THE MOTHER 
SERIES ITS DISTINCTIVE LOOK. 

Previously he worked on Manga. 


Look it*s Shigesto Itoi, the co-creator 
OF THE Mother series and big fan of 

DENIM. 


managed to. 

Gone is the twee 
atmosphere and world of 
the second game and 
Mothers now has a 
more hard edged 
game environment, 
with hundreds of characters 
to interact with (sadly no 
speech, but Itoi is working on 
sampling various grunts and 
human noises made by his 
team), and the whole game 
has far more textures and » 
detail than ever before. 

But the big news is of course 
the media than Mothers will 
come on. Instead of the 
original cart, you can now expect it to 
be one of the first 64DD games which 
incorporates a re-writable disk drive 
system instead of a ROM cart. This 
means that as well as being able to 
save your progress, it will also keep 


track of who you have spoken to, 
what changes you have made to 
le scenery (blowing up 
bridges, pulling switches etc), 
and also how far through you 
re and whether it is night/day, 
winter/summer. 

The potential of the 64DD 
is awesome, but when 
will it arrive in the UK? 
What it certainly means 
is that Mothers will be 
one of the biggest RPGs 
ever created - on a par 
with Squaresoft’s Final 
Fantasy VII on the 
PlayStation which runs on 
three CDs. 

Mothers is certainly one of 
the Nintendo 64’s 
heavyweight titles, but with its 
reliance on the unproven 64DD 
technology, is it destined to be 
delayed again and again? 


Benimaru Itoh is a famous Manga artist and before the programming of Mother 3 began, he 

CREATED HUNDREDS AND HUNDREDS OF SKETCHES OF WHAT THE WORLD WOULD LOOK LIKE. 


Prospects: Mother 3 lacks the 
REPUTATION OF ZELDA, BUT IT LOOKS 
TO BE EVERY BIT AS GOOD. THE 
UNKNOWN FACTOR IS 64DD THOUGH. 
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Ninformcition 


jiliilfi) 

Publisher: GT Game Type: Shoot-’em-up Release Dote: June (imp) Sept (UK) 

Developer: Raven Origin: UK Price: £TBA 



Go ahead, make his day! 


comic shops, discos, a submarine, and 
even a strip club. Duke brought the 
Doom genre out of the toilet and into 
the real world. Then of course there 
V was the unbeatable multi-player 
mode. 

The good news is that Duke on the 
N64 is far better than the PC because 
you get enhanced graphics, more 
colours, greater detail and smoother 
textures, plus an incredible four player 
split screen mode for deathmatches 
and co-operative adventures. 

Picture the scene. Your TV is divided 
into four squares; each the viewpoint 
of a different player. You enter the 
building in close two-by-two cover 
formation, just like in Die Hard the 
movie. The interior is dark, so you give 
the order to don your infra-red goggles 


© Prepare for a shock. 64 
Magazine is the only 
Nintendo mag to have played 
the actual N64 version of Duke Nukem 
at the time of going to print. And the 
good news is that this game is 
fantastic. 

Duke Nukem 3D was a monster hit 
on the PC, and it’s not difficult to see 
why. Whereas Doom, Quake, Hexen et 
al, were all set in the same dingy 
corridors and Satanic halls, the 
copious gun battles in Duke Nukem 3D 
took place in recognisable places, like 


Curiously one of your arms is missing when you use the rocket gloves in the N64 version, 

BUT THEY STILL FIRE OFF HUNDREDS OF EXPLOSIVE PROJECTILES A SECOND. ThIS IS ONE OF THE LAST 
WEAPONS TO BE FOUND. 


Duke’S split screen mode is one of its 

MOST IMPRESSIVE FEATURES AND 


without a doubt the most antii 


ROCKET BIKES. DUKE*S FLEXIBLE GAME ENGINE ALLOWS YOU TO CLIMB ALMOST ANYWHERE, AND HERE 
YOU’RE OUT ON THE LEDGE OF A SKYSCRAPER. WhERE’S HITCHCOCK WHEN YOU NEED HIM? 


PROMISES TO OFFER JUST AS MUCH FUN AS 
THE PC VERSION. 


COLOURS ARE ALSO EVIDENT. HERE DUKE 
BRANDISHES THE AWESOME MINI GUN. 

























Duke Nukem 



Everything in Duke Nukem is 
interactive, and so as you continue 
your assault, the walls become 
peppered with bullet holes, and all 
objects in the immediate vicinity are 
blown to smithereens. This, matey, is 
multi-player gaming, and it gets even 
more intense when it’s a human being 
you’re hunting. 


just in time to see masses of enemy 
pigs in uniform stalking you in the 
shadows. 

Your group fans out and lets rip 
with mini guns, a rocket launcher, a 
shrink ray (which allows you to 
literally ‘step’ on your miniature foes!) 
and a pump action shotgun. You don’t 
even leave the statues standing... 



You WANT SOME? THE SHOTGUN IS ONE OF THE MOST SATISFYING WEAPONS BUT IT TAKES TIME TO 
RELOAD. As YOU CAN SEE, YOU DON’T JUST FIGHT HUMANOIDS IN DUKE NUKEM, OH NO, IT'S INVADERS 
FROM Mars time! 



Control is different from Turok, 
which is a shame because like the PC 
keyboard layout for the original Doom, 
there is something inherently right 
about Turok*s set-up. Instead you walk 
around using the analogue stick, and 
look up and down with the yellow 
buttons. This means it’s not as easy to 
react quickly to an enemy who is not 
on your level. Perhaps the controls will 
be redefinable in the final version? 

Duke also contains many innovative 
features which Quake, for example, 
has still not attempted to imitate. 

Every level has security cameras which 
can be tapped into to see the dangers 
ahead or keep track of other players in 
the deathmatch mode. You also get 
jet-paks for aerial attacks, infra-red 
goggles, pipe bombs which can be 
dropped and then detonated from a 
safe distance, laser traps, a holoduke 
which is used as a decoy, and even 
members of the public who can be cut 


to pieces by stray gun-fire. The PC 
game even had erotic dancers who 
could be persuaded to show their 
assets with a little cash, but it is 
doubtful that Nintendo with its family 
image will keep in such unsavoury 
details. Shame. 

Duke Nukem is without a doubt the 
most anticipated first person shoot- 
’em-up on the N64 after Turok, and so 
far we can report that it‘s coming 
along nicely. Hopefully GT will 
organise a visit to Software Creations 
so that we can show you even more of 
this amazing game. Expect to see a UK 
release in the last quarter of the 
year. 


Prospects: Whereas Turok was 
ALL SERIOUS, DUKE BRINGS MUCH 
NEEDED CYNICISM TO THE GENRE AND 
WE THINK THE FOUR PLAYER MODE 
WILL BE UNBELIEVABLY GOOD. 




ited first person shoot-'em-up on the N64 cifter Turok 





FROM YOUR BURNING SNIP ONTO THE ROOF OF 
AN OFFICE BLOCK IN A VENGEFUL MOOD. 
‘n’HOSE BUSTARDS BLEW UP MY RIDE!” 


The enemies in Duke Nukem consist of 
Predator-style aliens, pigs in police 

SUITS AND LARGE FLOATING DEMONS. YOU 
DON’T HAVE A LOT OF SYMPATHY FOR THEM. 


The last level ended with you escaping 

IN A SUB, BUT YOU ARE RUDELY AWAKENED 
WHEN IT IS SUNK BY A TORPEDO AND YOU 
MUST ESCAPE BEFORE IT FILLS WITH WATER. 


FOR THE FINAL BATTLE. THE GREEN STUFF IS 
SEWAGE. 
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SAN FRANCISCO RUSH 


Ninformcition^ 



Pi^blisher: GT Game Type: racing Release Date: November ’97 

Developer: Atari Games Origin: USA Price: £TBA 



Get ready for rush hour! 


© It isn’t very often that a 
game name actually 
describes what the game’s 
about, but it’s safe to say that with 
something called San Francisco 
Rush, it’s going to involve high speed 
and the city of Alcatraz. Converted 
from the popular coin-op, San 
Francisco Rush is an adrenaline- 
pumping racing game set on the 
bumpy streets of the famous city and 
it should offer more thrills ’n’ spills 
than the awful Cruis*n USA. 

The object is to reach the finish line 
before one of your seven competitors 


using any route possible, and that 
means you can go off-road and, for 
example, head down Into the sewers, 
the famous Chinatown, or drive right 
through Golden Gate Park by way of a 
short cut. Each of the cars you select at 
the beginning of the game has a choice 
of automatic or manual transmission, 
and during play you get three different 
racing views and six soundtracks - 
from funk to heavy metal. 

Very little is known about how the 
N64 version will shape up compared to 
the coin-op, but we have heard that 
there will be a split screen two player 


option, although at 
this stage four player 
seem a little 
ambitious given the 
► complex city layouts 

I number of 

BiBKlLM Sa possible routes. This 
game is meant to be 
an accurate 
simulation of what 
the 

really like in San 
Francisco, and you 
wouldn’t believe the 
amount of detail the 
developers h^ive crammed in. 

As you can see from the 
screenshots, SFRush is a good 
looking game, but the big question 
that must be addressed for the N64 
version Is how will the ‘free play’ mode 
affect the longevity of what Is basically 
a very simple variant of OutRun? 
Without the constraints of having to 
put money In a slot, how will the 
developers make SFRush last? We will 
have a more In-depth look at SFRush 
in a couple of issue’s time. Stay 
tuned! ISB 


One of the three views available in SF 
Rush is right in the car. and this 

LOOKS JUST LIKE THE SEGA COIN-OP, 

Daytoma. 


One of the sneaky routes in SF Rush is through the sewers, although they seem to be 

INCREDIBLY NEAT AND FILLED WITH CARIBBEAN-STYLE SEA WATER. THAT’S TAKING WILLING SUSPENSION 
OF DISBELIEF A BIT FAR. 


Hurtling through the gardens made 
FAMOUS BY FILMS LIKE BULLIT AHO BASIC 
IMSTIMCT, YOU SEE THE ROAD AHEAD AND 


Prospects: A storming coin-op 


REALISE THAT THIS SHORTCUT HAS PUT 
YOU WELL AHEAD OF THE PACK. 


FREEWAY CAUSED BY A RECENT 
EARTHQUAKE. 


CORNERS. Here you are racing 
THROUGH Golden Gate Park. 


WHICH THE N64’S AWESOME POWER 
SHOULD HANDLE NO PROBLEM. 
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MULTI RACING 

CHAMPIONSHIP 

The N64 *s first third party racing game looks... 

fantastic! 


With this much detail on-screen at once, can Multi Racing Championship keep the all- 
important FRAME RATE UP? 


Amazingly, the speed of this game 

NEVER LOWERS, EVEN WITH SUCH 
COMPLEX CARS ON-SCREEN AT ONCE. 


Oof! The inevitable snow course rears its head; bringing with it icy conditions and end- 
over-end CRASHES. Oh yes. 


So FAR THIS IS THE MOST USED 
SCREENSHOT OF THIS GAME. YOU’LL FIND 
IT IN ALL OTHER NINTENDO MAGAZINES 
BECAUSE IT SHOWS OFF THE DETAIL OF THE 
CARS PERFECTLY. 


Lots of aerial shenanigans, plenty of 
CHANCES TO CRASH A £200,000 RALLY 
CAR, BUT NO NEWS ON WHETHER THERE 
WILL BE ACTIVE DAMAGE. 


mud as you hammer round the tracks 
at full pelt. So far we have not seen a 
cockpit mode, which would be a major 
mistake, but the external shots 
promise a game which is arcade 
quality. 

MRC will be the first real racing 
game for the N64, beating Top Gear 
Rally by a few months, and although 
june is a japanese release, expect 
something official In the winter. 

Full Import review next issue. 


number of courses is not yet finalised. 
What is clear Is that surfaces and 
weather conditions will change and 
you will be able to stir up the dust and 


Ninformcition | 


lElEQ 

Pubfisher: Ocean/Imagineer Game Type: Racing Release Dote: june ’97 

Developer: Genki Origin: Japan Price: £TBA 


Prospects: Forget the childish 
CARTOON Mario Kart-try a Sega 
Rally beater instead! Worth 

SAVING FOR. 


© Having conquered the 

platform and shoot-’em-up 
genres with Mario 64 and 
Turok, the N64 tries its hand at racing; 
traditionally PlayStation territory. 

Multi Racing Championship is a Sega 
/?fl//y-style speed-fest which boasts 
the most realistic in-game graphics we 
at 64 Magazine have ever seen. 

Usually the emphasis is on getting 
straight into the game and having the 
cars set-up so that any novice can 
have a decent run, but this is where 
differs from the norm. For a start 
you will be able to alter many different 
elements of the cars themselves, 
including the types of tyres for 
different surfaces, spoiler depths, 
front, rear or four wheel drive, and 
also the settings of the engine itself- 
everything you will need to make the 
game perfect for your style of driving. 

The four modes in MRC are: One 
Player Single, Grand Prix (up to 20 
cars on-screen at once in a traditional 


grid start). Time Trial (a ghost car 
appears to show you the best lap 
route) and Versus Mode (two players 
with horizontal or vertical split screen 
available). Obviously we are most 
excited about the two player game, 
but can developers Imagineer keep 
that frame rate up with such complex 
polygon car models to shift around? 

At the moment there are only eight 
cars to choose from. Including as you 
can see the Renault Megane, Ford 
Escort and an Alfa 145, and the 


Courses are multi-layered and 

INCLUDE TUNNELS, MUDDY SECTIONS AND 
FORDS TO CRASH THROUGH! 
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mm 

Publisher: BMG Game Type: Weird Release Date: Xmas ’97 

Developer: DMA Origin: UK Price: £TBA 


SILICON VALLEY 

Maybe they are sane and weYe all mad. 

Ever THINK about that? 



-a- 

NO 


© 


The folks at DMA Design in 
Dundee are mad. Barking. 
Raving. A bit weak in the 
head. Why? Because Silicon Valley can 
only be the product of deranged 
minds. Listen to this list of ‘features’: 
swim like a horse, laugh as small 
creatures drown, an armour-piercing 
tortoise, llamas with chainsaws, polar 
bears with caterpillar tracks, and foxes 
with rockets. This Is no ordinary game, 
but it could be the most fun we’ve had 
on the N64 since the four player Star 
Fox came in. 

The plot of the game is well 
conceived. The Silicon Valley Is a space 
station which was lost in deep space 






- ^ 




WORRY ABOUT GLOBAL WARMING ERNIE, 

you’ve got more chance of seeing a 

POLAR BEAR ON CATERPILLAR TRACKS...” 


while orbiting the sun. On-board were 
many scientists who were conducting 
experiments that were too dangerous 
to perform on earth - genetic 
engineering, cross-breeding 
etc. Now, after centuries In 
space, the good ship 
Silicon Valley has drifted 
back into our solar 
system. First a group of 
marines are sent in to 
Investigate the highly 
populated structure. They 
disappear without a trace. Next up is 
the fearsome bunch of hard nuts known 
as the Vacuum Patrol. Gone. 

Finally, the President of the Unified 



SUN, BUT NOW IT’S BACK. AND BOY ARE 
THINGS weird! 

Nations of Earth sends In two 
expendable agents - Evo and Dan 
Danger, to find out just what the hell is 
aboard the mysterious ship. Evo 
was created using the data of 
the SV project and is 
therefore not human and 
has a four figure IQ. Dan 
is about as typical a 
human as you can get. 
This Is their story... 

Silicon Valley Is a mixture of 
game styles because Evo can 
adapt to any environment, and if 
defeated, the station’s 40 animals can 
be taken over and then controlled until 
you fight the next one. Each animal has 



EXPERIMENTAL DROID ON THE RIGHT. 

They’re the original odd couple! 

specific abilities and this means you must 
pick the right one for the task in hand. 

With more than 50 levels to the 
game, Silicon Valley looks like a 
fantastic Mario-siyie adventure with 
plenty of variety, but all eyes will be on 
DMA to see if It can Incorporate so 
many playing styles successfully. At the 
moment the game Is set for an Xmas or 
early 1998, but we will visit DMA as 
soon as publisher BMG gets its 
finger out. l^jjr 


Prospects: DMA are proven game 

MAGICIANS AND THIS COULD BE THE 
SURPRISE HIT OF THE YEAR. 



































































































































ExpEhencE 


NelGaTner is the first tnagazine dedicated to interactive tnidtiplayer PC otdi 


Forget predictable computer opponents... 
Challenge the world's meanest, most lethal 
games players. Experience exhilarating 
Multiplayer online gaming! 


First issue 

ON SALE AT 
ALL GOOD 
NEWSAGENTS 
PRICED m.95 
FROM 29th May 
- RESERVE 
YOUR COPY 

now!. 



Fight, trade, compete or simply meet people 

LOCATED ANYWHERE FROM NEXT DOOR TO THE 
OTHER SIDE OF THE WORLD IN MASSIVE 6 A.MING 
ENVIRONMENTS. CHALLENGE SOMEONE TO A DUEL 
IN AN X-WING OW WWI BIPLANE. EXPLORE VAST 
AND MYSTERIOUS LANDS. CONQUER HORDES IN THE 
LATEST 3D ACTION SHOOTER. EARN YOUR PLACE 
IN PRESTIGIOUS ONLINE CLANS... ANYTHING'S 
POSSIBLE IN MULTIPLAYER GAMING AND THE 
OUTCOME IS NEVER GUARANTEED! 





There's a whole 



WORLD OF 
CHALLENGING. 
DYNAMIC AND 
EXPLOSIVE 
MULTIPLAYER 
ENTERTA INMENT 
TO DISCOVER . . . 

-WetGamer 

EXPOSES THE 
ULTIMATE IN PC 
GAM ING 

EXPERIENCES AND 
EXPLAINS HOW 


IXaU CAN 


3XRTICIPATE. 


httpy/ujujiu. nEtgamEr. nEt 





IE unique rush sf multiplaqEr PC gaming 


« > Covermounled CD-ROM packed with essential j»ame demos, patches 

and utilities for ensurinj* smcMith and successful multiplayer gaming. 

iTid Internet entertainment. And it’s got it all! 

> NetCiamer is the only magazine dedicated to exhilarating multiplayer 
PC' gaming. In one explosive package you get in-depth Internet, online 
and network game news, previews, reviews and playing guides. 


> Expert advice and tutorials for getting the best out of 
multiplayer entertainment - from picking the right PC 
hardware to selcH.ting the most suitable service provider. 


> Dc‘dicated Internet Web site at www.netgamer.net 
featuring additional information, reviews, tutorials, 
links and game downloads. 


NrtCamep 



ExpErience It nDiijI 


Subscribe to Europe's only multiplayer PC 
magazine and you'll... 

> Get NetGamer delivered to your door before 
everyone else, so you're always in touch with 
the hottest news, interviews, previews, 
reviews and playing guides on the 
multiplayer PC scene. 

> Never miss another issue of your favourite 
newsstand magazine. Avoid the hassle of 
going to your newsagent for every issue and 
the disappointment of discovering the issue 
has sold out. 


> Receive details of exclusive special offers and 
other savings plus a special subscribers-only 
letter packed full of extras. 

> Take advantage of our special offer and SAVE 
40 ^> on newsstand prices! 


Order now 

online at http://netganier.subs.net 


Please rush me. 


Ihp Options 


A SINGLE TRIAL ISSUE - save 25X on newsstand price 

□ UK £3.95 □ Europe £4.95 □ Rest of World £5.95 

SIX-ISSUE SUBSCRIPTION - save 35X on newsstand price 

□ UK £20 □ Europe £26 □ Rest of World £32 

12 —ISSUE SUBSCRIPTION — save AOX on newsstand prices 

□ UK £35 □ Europe £47 □ Rest of World £59 






Q Cheque/Postal Order Cpleatc Mk* payable to paragon Publishing Ltd] 

□ Credit Card/Switch/Delta CAccesS/ Mastercard, Visa] 

Expiry date. 

Card number. 

Issue number. 

Please return the coupon, or a photocopy of it (together with a 
cheque/PO made payable to Paragon publishing Ltd) in an envelope to 
the following address: NetGamer Subscriptions, Paragon Publishing 
Ltd, Freepost BH125S, Bournemouth BHI 2TA. It won't cost you a penny 
in postage if mailed in the IK. Alternatively call our 24 hour order 

line on 01202 200200, fax us on 01 202 299955 or 

email us at SUbsSpa P agOn . CO . Uk. Vou can also order 

online at http://netgamer.subs.net. 

□ From time to time we will send out additional information which 
could be of benefit to you. If you do not wish to receive such 
information, please tick the box. 
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Publisher: 

Devebper: 


Ocean Game Type: Action/Shoot*’em*up Release Date: july ’97 

Ocean Vfersbn Reviewed: USA Price: £TBA 


MISSION IMPOSSIBLE 




The name’s Hunt, Ethan Hunt, and this 

LOOKS SUSPICIOUSLY LIKE A SILICON 

Graphics mock up shot. Hmm. 



You’re a superspy. You’ve just broken 

INTO A SECRET ENEMY BASE - AND YOU’VE 
ONLY GONE AND FORGOTTEN YOUR JACKET! 


have to use your wily ways to snaffle 
the ticket - perhaps persuade him into 
a side-room, or plain ask for the ticket. 
Each character is programmed to react 
differently according to your actions - 
even those you are not addressing 
directly. This makes for a potentially 
intriguing title. 

The Artificial Intelligence - 
developed by Ocean’s parent company 






Prospects: The 
Cruiser did 
WONDERS FOR THE 
MOVIE AND THE GAME 
LOOKS JUST AS ACTION- 
PACKED. Top STUFF. 


game you find yourself (that is, the lead 
character Ethan Hunt, son of Mike) at a 
swanky ‘do.’ But without a much- 
needed invitation. A fat bloke is sitting 
on a couch. He’s holding a ticket. In the 
world of Doom or Lara Croft, your next 
action would be to blow Porky sky high 
and nab the ticket, but characters in 
Mission Impossible act differently. You 


© Imagine a cross between 

Tomb Raider and an RPG, and 
you’re still some way away 
from explaining Ocean’s first Nintendo 
6 a game. Mission Impossible. It’s 
basically a first person action title 
which relies on social interaction for 
progression. You can blow people away 
if you wish, but the most likely course 
will be to use your wits. This offers 
many more options than, say, Turok. 
Here’s an example. Early on in the 


“So that’s a bargain bucket, two cokes and four large fries - TO GO.” 


This article will self destruct in five seconds... 


Mission Impossible is not just a 
SHOOT-’EM-UP - OH NO, IT ALSO RELIES 
ON ADVENTURE ELEMENTS. Do YOU COSH 
THIS GUARD. OR SIMPLY BLOW HIS BRAINS 
OUT. FOR EXAMPLE? 


Infogrames and dubbed ‘Suul’- is the 
most appealing aspect of the game so 
far. But to ignore the 
stupendous graphics 
would be to do the 
US-based 
developers a 
gross injustice. 

This is, quite 
simply, a very 
attractive game. 

Character 
movements are 
delicious and the 
interactive 

backgrounds are fun to 
explore. 


What may attract most gamers 
though is the array of gadgets at your 
disposal during the six missions - far 
more than Tom Cruise could command. 
They include the ability to change 
faces, blow up stuff with exploding 
bubble gum and take snapshots with 
your spectacles. 

Camera angles for the game are 
similar to Mario and Turok. Ocean says 
it’s peeved about this since Mission 
Impossible predates even Mario by a 
year. The camera problem which 
irritated some Mario players has yet to 
be completely solved. Ocean says it will 
find a solution whereby the camera will 
actually be in the most advantageous 
place. Also, look out for the super¬ 
cool 64DD version which will 
incorporate more voice 
interaction, deeper Al 
and, amazingly, online 

capabilities. 
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Publisher: Konami Game Type: Adventure Release Dote: Autumn ’97 

Developer: Konami Origin: “ japan Price: £TBA 





The Legend of the 


The Goeman series has been 
with Nintendo owners since 
the very beginning, although 
you probably know it more as Mystical 
Ninja. An adventure of magnificent 
proportions and one which appealed 
to gamers who were tired of that 
goody two-shoes Mario, Legend of the 
Mystical Ninja on the Super NES was 
considered a third party classic, even 
rivalling Nintendo’s own Zelda. 

Goeman 5 on the Nintendo 64 is 
just as enthralling, but obviously 




BOSSES HAVE CERTAINLY COME A LONG 
WAY SINCE THE SUPER NES DAYS WHEN 
THEY WERE JUST FLAT 2 D SPRITES. 


Mystical Ninja returns in style on the N64! 



boasts incredible looking scenery and 
a 3-D gaming environment which rivals 
even Mario 64 for size and scale. 

You control two characters in the 
game, called Ebishumaru and Goeman 
himself, and it is set largely in ancient 
japan, although it is thought there are 
to be some sort of time travelling 
shenanigans. The world is completely 
live, and so you can wonder around 
performing tasks for local nobles, 
acting as a kind of vigilante for your 
home town, and the emphasis is on 
getting money and gradually building 
up your weapon strength. Naturally, 
as in the first four games, combat is 
rife and when you encounter an ^ 
enemy the game switches to a 
whole new shoot-’em-up section. 

Apart from the huge number of 
impressive bosses who can be located 
in key buildings in every town, 

Goeman 5 boasts a two player co¬ 
operative mode which works in a 
similar way to the venerable coin-op. 
Gauntlet. These means you and a 
friend can team up and play the whole 
game side by side; perhaps covering 


Basebdfl 
comes to N64! 

Konami also has the cutesy style 
Powerful Pro Baseball 4 arriving 

LATER THIS YEAR AND IT HAS ALREADY 
PROVED A HIT IN ITS NATIVE jAPAN. 

Featuring the same colourful 

CARTOON GRAPHICS OF KONAMl’S 
PREVIOUS BASEBALL GAMES ON 
\ THE Super NES, Pro Baseball 
ON THE N64 MAKES GOOD USE OF 
THE ANALOGUE CONTROLLER FOR 
PERFECTLY PRECISE HITTING AND 
FIELDING. Konami has not yet 
SAID WHETHER PRO BASEBALL 
WILL EVER MAKE IT TO 

Europe, but it is available 

ON IMPORT SOON AND WE’LL 
< HAVE A FULL REVIEW THEN. 


each other’s backs when entering 
a hostile town. 

Goeman 5 is an almost limitless 
experience from what we’ve seen, and 
with a whole world to explore full of 
bizarre characters, bonus rooms and 
many different sub-plots, 

Konami looks to have a winner. 








Prospects: Goeman has the 
MIGHTY Zelda to contend with, 
BUT it's more hard EDGED WORLD 
WILL BE AN INSTANT HIT WITH ADULT 
GAMERS. The two PLAYER ELEMENT 
IS ALSO VERY APPEALING. 


[' 
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Publisher: 

Interplay 

Gome Type: 

Beat-’em-up 

April/May ’97 

iM 

Developer: 

Interplay 

Origin: 

USA 

HBA 


CLAY FIGHTER 
EXTREME 


Is this the time for judgement clay? 


Interplay's Claymation 

animation engine first 
appeared in Clay Mates on 
the Super NES in late 1993 and it 
immediately wooed all those who 
clapped eyes on it. It was neither 
traditional sprite or stock frame 
animation, but a clever blend of the 
two, and it went on to spawn the two 



Interplay’s ClayMation animation 
TECHNIQUES ENABLE THESE COLOURFUL 
FREAKS TO BE MADE FROM ACTUAL CLAY 
AND THEN SCANNED INTO THE COMPUTER 
TO BE USED AS IF THEY WERE NORMAL 
COMPUTER SPRITES. 


player beat-'em-up Clay Fighter-an 
Instant hit for developers Interplay. 

Clay Fighter Extreme is the third in 
the series and the latest horizontally 
viewed beat-'em- 
up to appear on 
the Nintendo 64 
after the dire 
Mortal Kombat 
Trilogy and Killer 
Instinct. Whipping 
these two will be 
an easy task then. 

Clay Fighter 
Extreme Is all very 
familiar stuff. The 
plot concerns your 
bunch of malleable 
heroes who, whilst 
on route to 
vanquish the evil 
world-conquering Dr Kiln, crash land in 
their plane on his island - slap bang in 
the middle of a Clay Fighting 
tournament. Cue plenty of special 


moves, one-on-one combat, and 
because of the clay theme, lots of 
melting, bending, slopping and 
morphing. 



The game offers ten all new 
characters, each one radically 
different and comical (a walking 
statue of liberty and a guy called 
Hobocop who ‘moons' his opponents 
among others), and there are 17 
different backgrounds - although the 
pixel perfect screenshots in this 
preview look to be Silicon Graphics 
mock-ups. 

The fun In Clay Fighter Extreme 
comes from the hilarious special 
moves which each character can 
perform. Clay is of course completely 
adaptable and so arms can become 
hammers or anvils, and you can even 
turn your pugilist into a totally 
different shape to repel an attack. 
Interplay also claims that you will be 
able to fight in all directions, not just 
left and right. Clay Fighter Extreme 
certainly looks like a laugh and it's 
got the heritage of the Super NES 
game behind it, but only the full 64 
Magazine review can tell you whether 
it will be the best beat-'em-up 
on the N64. 


p64 


Graphically Clay Fighter Extreme is 11 

A WHOLE NEW LEAGUE. BUT HOW MUCH OF 
THIS IS ACTUAL N6A AND NOT SILICON 

Graphics demos? 


Prospects: It can hardly be any 

WORSE THAN MK TRILOGY AND 

Killer Instinct, can it? Laughs a- 
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Publisher: 

Hudsonsoft Qapan) 

Gome Type: 

Puzzle/Adventure 

Release Date:Summer Omporp 

1 1 '.." 

Developer: 

Hudsonsoft 

Origin: 

Japan 

Price: £TBA 


BOMBERMAN 


M 


The man with the fizzing bowling ball is back, but 
wait a minute - it’s all changed... 



The characters remain the same, 

LOOK AT THOSE INCREDIBLE NEW 3-D 
LEVELS. The camera is also able to be 

SHIFTED AROUND AT WILL. 


© If you’ve ever owned a PC 
Engine or Super NES then you 
can’t have failed to have 
noticed the phenomena known as 
Bomberman. The original games were 


simple overhead puzzle affairs which 
had you controlling little guys who 
planted bombs which then 
destroyed surrounding pieces of 
scenery and revealed 
power-ups or trapped 
unwitting opponents. 

The good news is 
that Hudsonsoft is at 
this moment developing 
a Bomberman game for 
the Nintendo 64, but 
instead of an undated 
version, the Japanese 
company has chosen to full 
exploit the power of the 
machine and turn the 
whole game into an 
isometric 3-D blow-’em- 



up/adventure. 

Luckily the gameplay remains intact, 
and you are still attempting to block off 
enemies and trap them in explosions, 
but now you can scroll around a 
multi-leveled world and the 
power-ups and general 
obstacles are now rendered in 
three dimensions. 

At this stage it is difficult to 
see how Bomberman 64 
will work, given that the 
gameplay in the previous 
games was inherently 2-D. Certainly 
it looks impressive, but surely 
Hudsonsoft has merely made a 
simple game more complicated 
for the sake of the new 
hardware? We will be covering 





With a name like Bomberman x 

EXPECT PLENTY OF BIG EXPLOSIONS - AND 

you’d be right! Like the original, big 

BANGS WILL AFFECT THE SCENERY TOO. 


Bomberman 64 in more depth soon, 
let’s hope the all-important 
playability remains intact. Up 


Prospects: The name remains 

UNTARNISHED, BUT ALL EYES WILL BE 
ON Hudsonsoft to see if it can 
TRANSLATE BOMBERMAN FROM 2-D 
TO 3-D. 



Ninformdtion 


Publisher: 

Developer: 


Epoch Oapan) Gome Type:Adventure/Platform Release Date: May ’97 (Import) 

Epoch OHgin: Japan PHce: £TBA 


© Mario 64 is such a stunning 
game that it will naturally 
spawn a million sequels. It’s 
as inevitable as a the sun coming up 
each day, but the first ‘clone’ from 
Japan is to be Doraemon, which is 
actually different enough to be worth 
a look even if you have Nintendo’s 
flagship title. 

Based on the long running Japanese 
anime series (nearing its 30 year 
anniversary - Ed), Doraemon is a 
colourful 3-D adventure featuring the 


DORAEMON 


The world rests on the shoulders of a small blue cat, 
with no EARS. Oh dear... 


central character who is a blue robotic 
cat with a perpetual smile. Details of 
the plot are not available at the 



Colourful and cute, Doraemon is not 

TO EVERYONE’S TASTES OUTSIDE OF jAPAN, 
BUT NEW CHARACTERS WITH SPECIAL 
ABILITIES ADDS MORE TO THE SIMPLE 

Mario platform idea. 



If you squint, this could be Mario 64, 

SUCH IS THE SIMILARITY OF THE GAME’S 3- 
D ENGINES. Doraemon is far more of 
AN ADVENTURE THOUGH AND THE ANIME 
SERIES IS NEARLY 30 YEARS OLD! 


moment, but what is clear is that 
unlike Mario, Doraemon has many 
friends who travel with him and each 
has useful abilities that will get you 
out of tight scrapes along the way. 

Shizuka for example can leap to 
great heights, whereas Jaian is able to 
blow enemies away purely with the 
strength of his vocal chords. There is 
also Nobitia who is pretty handy with a 
pea shooter, and finally Suneo who is 
rich and can buy his way out of 
trouble. Doraemon himself has an 
ultra cool magic pocket which can 
store or hide any number of vital 
objects. You will also be able to collect 
new vehicles and objects throughout 
your journey which allow access to 



secret areas, an aqualung lets you 
breathe underwater and a propeller 
gives you the chance to fly like 
an eagle. 




n 

0) 

E 


Prospects: Doraemon is just as 
FUN AS Mario, but there are 
DOUBTS AS TO WHETHER ITS QUIRKY 

Japanese content will render it 

SUITABLE FOR THE UK. GET IT SOON 
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ON IMPORT THOUGH. 
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Publisher: 

Nintendo 

Gcime Type: 

Racing 

Release Date: 

October ’97 (US) 

Developer: 

Midway 

Ori^: 

USA 

Price: 

HBA 


CRUIS'N WORLD 


Q 


Yes it had to happen, after 

the phenomenal sales 
success of Cruis'n USA (it 
sold out in America because there was 
nothing else out for the N64 at the 
time), the same team has got together 
for the sequel, Cruis*n World. Not 
surprisingly, now you can race all over 
the planet rather than just in the USA, 
but the big question is whether it’s 



Graphically. Cruis’n World is more 

REALISTIC THAN THE FIRST GAME, BUT 
HAVE THEY ELIMINATED THE DREADED 
POLYGON POP-UP? 


ifs back for another try, but should they bother? 


actually any good? Anyone who read 
the first issue of 64 Magazine will know 
we hated Cruis*n USA and really did 
expect something better of Defender 
creator Eugene Jarvis. 

At the moment the N64 version is in 
its early stages but it is already out in 


the arcades and so we know what to 
expect. Basically you get background 
scenery which matches the country 
you are racing through, more light 
hearted driving action, and even more 
wacky cars. 

The 15 countries include France, 



Russia is the setting for this race, and 

AS YOU ENGAGE THE TURBOS THE TYRES 
LIGHT UP, LEAVING FLAMES SCORCHING THE 
TARMAC - GET IT UP TO 88MPH! 


Like the classic racer Stunt Race FX, 
Cruis'n World has a section which takes 

YOU THROUGH A GIANT AQUARIUM. AT THE 
MOMENT it’s STILL UNFINISHED THOUGH. 


Italy, China, Russia, Egypt and 
Australia, and the new cars even give 
you the chance to shoot slow traffic 
out of the way and smash through 
roadblocks. There will also be more 
realistic crashes, and the lack of 
these was a big criticism of the first 
game. Hopes are high for a much 
better racing experience now that the 
team has more time to fine tune the 
gameplay, but we’ll have to wait 
quite a few months for a 
playable copy. 


Prospects: All those thousands 

OF PEOPLE STUNG BADLY BY THE 
FIRST GAME WILL STILL BE LICKING 
THEIR WOUNDS WHEN THIS COMES 
OUT. We’re not holding our 

BREATH. 


Ninformcition 




Publisher: 

GT(UIO 

Gome IVpc: 

Beat-’env-up 

Release Dote: 

TBA 

Developer: 

Atari Games 

Origin: 

USA 

Price: 

HBA 


MACE: THE DARK AGE 

Every N64 beat-’em-up so far has been pants, is this the exception? 


Qi 


Why should you be excited 

I about Mace: The Dark Age?\Ne\\ 
for a start it looks far better than 
any other beat-’em-up this side of a full 
blown coin-op, with amazingly sharp and 
clear graphics. 

Like Soul Edge/Blade on the 
PlayStation, this is a weapons-based 


beat-’em-up, with 11 characters who were 
whittled down from 30 in focus groups. 
Each is well drawn and the characters are 
realistically animated using Atari’s 
Motion Capture studio. 

The key to success in the fighting 
game market appears to be variety in 
both the pugilists and the moves, and 


Mace is certainly up there with the best 
of them. Lord Deimos is a huge knight 
clad in red armour who brandishes a 
double handed sword. Ragnar is an 
insane Viking. Koyasha is the token ninja. 
Al-Rashid looks to be a Persian assassin, 
and then there’s Takeshi (Samurai), 
Mardos Kull (mercenary), Xiao Long 




(blind monk!). Countess Tiria (don’t call 
her babe) and Namira who is a harem 
girl. In additiqn there are two playable 
bosses: Grendal (black gargoyle) and 
Asmodious (not yet revealed to 64 
Magazine and is therefore sinister). 

The developers have hinted that there 
will be decapitations rather than 
characters just losing energy, and there 
are also no ring-outs. The backgrounds 
are not interactive, but you will be killed 
if you stray off the edges, into lava, for 
example. 

Mace is certainly one of the best 
looking beat-’em-ups we’ve ever seen, 
join us for the first import review 
in a couple of months. 




Lord Deimos hacks divots out of Ragnar 

WHO HAS FALLEN TO HIS KNEES UNDER THE 
ONSLAUGHT. ThE LAVA ON EITHER SIDE WILL 
KILL WHOEVER FALLS INTO IT FIRST. 


The graphics in Mace are truly extra- I 

ORDINARY, lUST LOOK AT THE TRANSPARENCY 
ON NAMIRA’S TROUSERS, AND THE GLORIOUS 
SUNSET EFFECT IN THE BACKGROUND. 


■ 

Being blind does have some 

COMPENSATIONS, AS XiAO LONG HERE USES 

AN ENERGY BLAST TO ENVELOPE HIS 

Prospects: Just look at it - this 

IS ONE SERIOUS TEKKEN 3 


OPPONENT. 

CONTENDER. 
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100 % PlayStation 0% Fair 


oF PlayStation tip^ 

132 action^^ 
M packed pages 
[} featuring the 
i ultimate guide 

I to the ultimate 
fighting game.. 
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Month by month the Nindex section 
will grow to become an 
AUTHORITATIVE guide to every 
Nintendo 64 game ever reviewed by 
64 Magazine. Import releases as 
well as all official games will be . 
covered, along with all the 
INFORMATION you need to make an 
informed buying decision. 

Nintendo predict that there will be 
over 100 titles by the end of the 
year, so watch the Nindex swell to 
GIGANTIC proportions! 


BLAST CORPS 


Pwbljslicr: Nintendo Reviewed in; Issue 2 (import) By: Stuart Wynne gtzid 


We said: “8/ast Corps is a riotous arcade 
experience structured to provide massive, 
total addiction. The ‘just-one-more-go’ 
syndrome is impossible to resist, burning up 
midnight hours in a frantic rush to uncover 
yet more bonuses and vehicles. It’s fantastic 
fun, but like most good things doesn’t last 
as long as you might want.” 



CRUIS'N USA 


Publisher; Nintendo Reviewed in: Issue 1 (import) By; Graeme Nicholson 


We said: ‘‘Cru/s’n USA is a depressingly 
poor product that is not worth more than 
five pounds of your money. Each leg is only 
worth winning for the marvellous breasts 
belonging to the bouncy young lady who 
presents you with your trophy, but sadly 
this alone doesn’t justify the heavy price 
tag. Steer clear.” 



DOOM 


Publisher:6T Reviewed in; Issue 1 (import) By; John McCleary G 


We said: “Cynics might suggest that the 
Nintendo 64 was built for better things, 
but it’s flaming good fun, even if you have 
already spent half your life crawling the 
caverns of Doom on all the other 
platforms. A worthy update of an 
undoubted classic, but it’s not exactly a 
major step forward.” 



FIFA^ 


Publisher: EA Reviewed in; Issue 2 (Official) 


We said: “Frustratingly shallow, 
predictable action that even a long- 
suffering Arsenal fan would find difficult 
to endure. At the end of the day, FIFA 64 
may have all the real players and some 
TV-style gimmicks, but it doesn’t play a 
decent game of football and is one of 
the N64 ’s worst games. Avoid.” 



HUMAN GRAND PRIX 


Publisher: Human 


Issue 2 (import) 


We SAID: **Human GP is an impressive 
piece of software, but you can’t help 
feeling that it was rushed to be one of 
the N64 ’s first games. As it is, this is 
merely a Super NES game with added 
‘zing’ and not a true next generation 
experience. Some good ideas 
though.” 



KILLER INSTINCT GOLD 


Publisher: Nintendo Reviewed ir; Issue 1 (import) By: Stuart Wynne G::ziZi 


We said: “Ultimately, this is an excellent 
conversion of a decent coin-op. It has 
neither the instinctive playability of SFII 
nor the kinetic realism of 3-D graphics. It 
is, however, a very well presented, often 
spectacular game with one of the N64’s 
best soundtracks to date. Killer Instinct*s a 
useful stop-gap.” 
































MARIO KARr^ 


Nintendo Issue 1 (import) Stuart Wynne 


We said: **Mario Kart 64 undoubtedly delivers 
on its promise of unrivalled four-player 
gameplay. In some modes, a consequent 
conservatism lessens the immediate impact 
but the familiar richness of gameplay, and 
plenty of underlying depth, ensures in no 
department does the game disappoint. Once 
again, the more you play, the more you enjoy.” 


MORTAL KOMBAT TRILOGY 

GT Issue 2 (import) Ryan Butt ctsd 


Score 

62 ® 


We SAID: Mortal Kombat Trilogy is 
playable - just, but do we really want 
something that has been flogged to 
death as often as this on our shiny 
new 64-bit system? Give your wallet a 
break and give this a wide berth. There 
will be more impressive things later in 
the year.” 


NBA HANGTIME 

PublisliGi Nintendo ^viewed in: Issue 2 


We said: ‘‘Sadly the three-button arcade 
gameplay, although fun, lacks the depth and 
challenge required for long-term Interest. It 
still plays, and even looks, remarkably like the 
original NBA Jam: the simple sprite animation 
doesn’t exactly push the 64’s capabilities to 
the limit. A good laugh with four players, but it 
seems incredibly primitive...” 


PERFECT STRIKER 

Publishp) : Konami Reviewed in; Issue 1 


We SAID: “Great-looking, supremely playable 
and brilliant fun with a group of friends. 
Perfect Striker has already set a league¬ 
topping standard which subsequent soccer 
rivals will find very hard to emulate. The final 
result Is a realistically varied game with no 
shortage of skillful play. Particularly 
satisfying in multi-player mode.” 
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By: Phil King 




We SAID: “Set against its only true peer, 
the faultless Mario 64, Shadows of the 
Empire is inevitably a flawed masterpiece, 
but LucasArts should be proud of its 
contribution to the Nintendo 64’s 
successful launch and few will be 
disappointed with this truly worthy 
addition to the Star Wars legacy.” 


TUROK: DINOSAUR HUNTER 

Publisliei Acclaim ^eviev. c'^ - Issue 2 (Official) By Damian Butt 


We SAID: “Although Turok is visually 
impressive and certainly a good argument 
to put to your better half for buying an 
N64, the gameplay soon because 
repetitive and any clever Ideas brought on 
in the early stages make way for mindless 
shooting and maze exploration near the 
end. A decent game though.” 


WAVE RACE 

Publisher; Nintendo RcviewG,5 ir, Issue 1 (import) By: Stuart Wynne 


We SAID: “Wove Race 64 has turned out to 
be a dark horse of Grand National-winning 
quality. The stunning graphics, immaculate 
playability and entirely original handling 
make for a game like no other. As much as 
for Super Mario 64 or Mario Kart 64, Wave 
Race 64 alone justifies the cost of the 
N64.” 


WAYNE GRETSKY 

Publisher: GT Reviewed in; Issue 2 (import) By; Damian Butt ge 


We SAID: “Overall Wayne Gretsky*S3D 
Hockey Is an Infinitely playable sports game 
which offers unparalleled four player action, 
but It could have looked to the 16-blt games 
for some of the missed features. The 
analogue stick Is a marvel for games like 
this, and It makes short work of spinning 
and skating around the rink at high speed.” 
















































THE NAME'S BOND, 
^ JAMES BOND... * 

join US on the 26 june for a full behind-the- 
scenes report on Rare’s incredible new 3 -D shoot- 
’em-up, Goldeneye - only for the Nintendo 64 ! 


The following games are also destined to arrive for the next issue 

of 64 Magazine! Multi Racing Championship, Goeman 5, Bomberman 64, a huge Zelda 

feature, more on Castlevania 3D, Turok 2, Rev Limit, Wild Choppers, 
Blast Corps solution and more of the best reviews, previews and 
hard-hitting news for the serious Nintendo gamer! 
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Rro Writt Vjptf VH^ Connector 
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1MB Memory Card 
4x size of standard cards 
Fits into Controller 
Colour Versions available 


SFX 64 Game Adaptor 
Play Jap-US/US>Jap 
CALL for PAL details!! 


Controller Extension Cable 
Extends cable length by 
over 2 metres 


Scart Cable 

NTSC to PAL Scart Version 
Euro PAL Coming Soon 


S-Video/S-VHS Cable 
The best picture quality! 
2x Stereo Phono 


Stereo Audio Video Cable 
Multi'OUt to 3x Phono 


' hjji'ja 'ji ii/a avalMp^itlJijaaUlijTrSiUlijJj^SW/a-i. 

tlahj11=> ufj/uiif naaraat or /or /urij^ar hil’Jfffili'C'Jii, pilaaaa 'jaliT 

INTERNATIONAL LTD, 4-6 BUTTERCROSS COURT, NORTHGATE, TICKHILL, DONCASTER, DN11 9HY 

TEL:-01302 751428 FAX:-01302 752507 
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Blast Corps 


Wayne Gretsky 


Hwman GP 




wagazme 




“The greatest shoot-’em-up 
since Space Invaders, another 
killer app for the N64!” 


“A riotous arcade experience 
structured to provide 
massive, total addiction!” 


“The moment puck hits ice 
WG shifts up a gear - it’s the 
best ice hockey game ever!” 


“A Super NES game with 
added ‘zing’ and not a true 
next generation experience 


nintenoo*^ 







